
























































Game Masters! Create an unlimited array of galaxies and worlds in minutes 
with Logicus Simulators. From galactic expanses down to one meter terrain 
d^ils, this easy-to-use, fractal-based, PC software graphically simulates 
every aspect of your campaign setting, all in 3-D. 

Asfrologlcits Simulator. Create entire galaxies of stars, with millions of worlds. 
Navigate deep space. Discover black holes, pulsars, gas giants. Probe new 
planets and moons. 

Torralogicus Simulator. Generate unique worlds to your specifications, 
complete with rivers to cross, mountains to climb, forests and 
deserts to explore, cities to conquer. ^ 

Print Full-Color Maps. Make game nights more intense A 
and exciting with galactic charts and terrain maps, 
Include your own GM notes, labels and encounters. 

Order Todayl Get the software that Computer 
Game Review™ calls a “Godsend" for Game 
Masters. Order by phone (816-767-OSOO) 

24 hours a day, 7 days a week, or mail 


Asirologicus GalaK^^ Simulator S3S.95 Terraloplcus World Simulator: $39.95 

CfilH-816-767-0500 today, visa and f 

and ptfOne nunriberto: Loglcrucible, hu. • 
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Come and visit the SHADIS home page on the World Wide Web! 
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“The Stars are Right!” 

O n January 2, 1990 I walked into the Post 
Office on Fort Jacksoot South Carolina 
and pushed 100 issues of SHADIS 
across the counter for shipment. For three months 
1 had been iabonng away on a small compyter in 
the comer of my bedroom, creating a fanzine from 
scratch. 

For the next six years SHADIS became the 
master of my world and the center of my universe 
as it grew from a small, hand-assembled fanzine to 
a prozine reaching distribution levels of 20,000. 

The cover of that first issue proudly invited 
the reader to “Witness the Beginning of a Great 
Adventure I” And what an adventure it has been. 
1 had no idea when I chasing my dream that it 
would be so wrapped up in the dreams of so many 
others. My small fanzine, for whatever reason, 
attracted gamers. And with them came the talent 
and experience (ard y^, the venture capital and 
business savvy I was lacking) to help SHADIS 
step up at the table with the big guys. 

For the past two years, weVe been the little 
guys who made good. Everyone seems to have 
been rooting for us. From our readers, to shop¬ 
keepers, to distributors, artists and game designers, 
it seemed everyone was calling up to pass along a 
good tip or ask for a few promo cqjies to show a 
friend or potential advertiser. SHADIS was 
launched with an attitude that we were here to 
serve the industry. 

I don't think it ever hit me that we'd actually 
pulled it off until I heard the news that we had 
missed winning the Origins Award for Best Pro¬ 
fessional Gaming Magazine by just three votes! 
(Dragon” and Duelist"’ tied for first place.) It 
wasn’t until that moment, when I saw that we 
were standing almost toe to toe with the *big guys’ 
that 1 had a sense of what weVe accomplished 
with SHADIS. 



Yes, iPs been a great adventure indeed! 

I speak in past tense because it is with great 
regret that 1 am announcing my resignation as 

editor of SHADIS. A few weeks ago, after 
months of deliberation, 1 placed a proposal before 
my partners asking that my Interest in both AEG 
and SHADIS be bought out. With reluctance, 
they accepted that proposal and by the time you 
read this editorial it will all he settled and Ptl 
already be sailing the uncharted waters of the 
freelance world. 

Why? There were numerous concerns that led 
me to such a decision but most of them are inher¬ 
ent in any deadline-driven job such as stress, long 
hours, missed holidays, etc. One very serious 
problem for me b the fact that I've been turning 
down job opportunities and assignments for the 
past two years because the magazine demands too 
much of my time to even consider outside pro¬ 
jects. 

The clincher, however, was the fact that my 
partners and myself have bwn moving in differ¬ 
ent directions the past year ca so. This problem is 
in no way unique to AEG. Countless business 
partnerships end over differences on how a com¬ 
pany should be run or in what direction it should 
grow. Just one of those sad facts of life. 

A good friend summed up the situation by 
commenting, “Jolly, you wanted a grass-roots 
company and your partners are aiming for the 
stars.'’ 1 think his explanation is about as good as 
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any 1 would care to offer. (Consider thb the Ciiffs- 
Motes version of my departure). 

Where am I off to? Well, I j^omised myself I 
would take a few months before tackling any 
major projects so I’ll be freelancing for the time 
being. IVe also retained ownership of Knights of Ae 
Dinner TaWe™ so I’ll be working on the comic 
books and doing the strip for one or more of the 
gaming magazines. 

Since the parting has been friendly, the door is 
open for KODT to continue appearing in 
SHADIS. I've also indicated I may be interested 
in heading up a regular column, or freelancing an 
anide from time to time. So don’t expect me to 
drop from sight — at least not yeti I’m also in the 
process of setting up freelance assignments with 
several of the ocher gaming magazines while I’m 
watting for my subscription to SHADIS to arrive 
in the mail 

I set up new offices so if anyone needs to reach 
me directly I can be reached atr 

Jolly R, B,, 8780 19th St. #181, 

Alta Loma, CA 91701 
Phone/fax; (909) 484-9284) 

Email at: {joiiyTb@aol.com] 

Not to fear loyal readers, I am leaving 
SHADIS in capable hands of DJ. Trindle who has 
been serving as Assistant Editor for over a year 
now. 

DJ, had the unfortunate experience of learn¬ 
ing my home-brewed system for editing and laying 
out a magazine. 1 fondly call it the’'Jo]]y Black¬ 
burn: One man - No 1 don’t need any help - Oh 
ray Gawd it’s Saturday -1 need someone to bring 
me a change of clothes to the office - Here's your 
damn proofs it’s your problem now - I’m getting 
hammered” Layoui/Editing System. 

D.J. has learned the system extremely well and 
Vm expecting him to take SHADIS onward and 
upward as editor. He’s been doing a great job on 
the magazine and if you’re apprehensive about 
having a new set of hands at the wheel, relax. D.J. 
has pulled together the last three issues largely on 
his own. 

It occurred to me as I was writing this that I 
am writing my last editorial for SHADIS. That got 
me thinking about all the editorials I’ve written 
over the years and before 1 knew it 1 had pulled 
out my archived copies and drifting back to that 
little famine that dragged me on this journey. 

After reading the editorial in Issue #14 which 
presented the policies and standards I had set 
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That is, if you re clever enough to take advan- 
tage of the new KODT subscription offer. \ ^ 

4 fc". * "T 

TEN B1KJ^S?? With your subscription, you \ j 

THAT lONP A MONET COOLP are guaranteed of not missing V| 

PUY A PIZZA OR A out on these limited run comics. U 

HACJ^MASTER SUPPLEMENT Each 32-page comic presents | 
I all NEW expanded adventures for \ 

\ aT 7 ^ UMiJ» boys as they toss dice, scarf 

1 insults at each 

YOU WANNA. other. Yeah, that's right, just like 

V-j. the guys you game with. 

Subscribe today and receive the 
^ ^ \ / next four issues (4 thru 7) for only 

AA /\ $ 10 . 00 . 

(j \ h ({ Back Issues; ^ 

X —LJ KODT #2; 

( I ( f 1 Gluttons for Punishment $3 

I ) I KODT #3: 

I { \ / 1 I License to Loot $3 

CT^ KODT #4: (Aoailable Dec 15, 1995} 

Have Dice Will Travel $3 


BASEMENT SPECIAL 


WEIRD PETE was holding out on KODT 


mrnmm 


fans everywhere! KODT#l has been sold out for 
months, but stingy ol’ Pete was hoarding 25 copies 
in the basement of his gameshop. Fortunately, Pete lost his 
shirt by over-purchasing cases of SPELUACKED™ cards and 
needs to pay the rent. 

The first 25 respondents to this offer will receive 1st print-run 
issues of KODT #1, #2 and #31! As a bonus, you can request to 
have your issues signed by the artist. Only $15,001 

Product: KODT-SPOl 


For a catalogue of KODT comics and retat 
ed products, send $1.50 for S&H to: 

KODT ENTERPRISES fe 

XLS 8780 19th St. Box#181 V 

y Alta Loma, CA 91701 

\ ) Email: JollyRB@aoi.com 1 


B.A. FELTOM METAL PINS 

Available Now! Everybody's favorite GM, BA FELTON! ImmortoJteed In nnetaJ by sculptor, 
Tom Meirl No picture available for this metal pin but It's based on the image of 8.A. to the left 
j with the words, ‘Because I'm the QM!" emWaioned across the front of his GM's saeen. B. A. 

^ in ail his glory, right down to the 3-dav stubble on his chin and unkempt hair. Only $^.00! 

Product: KODT-2001 
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RO. Box 2752 • Chape! Hill, NC 27515 
subscriptions: $15 for 6 issues, $27 for 12 

Text great. Less filler* 


Crias From tlio Attic 


down for SHADIS, I real' 

ized it would be fitting to 
present it again during the 
changing of the guard that*s 
about to take place. 

The SHADIS Policy 

Statement combined with 
the Declaration of Indepen^ 
dence (check out the con^ 
tents page of any issue of 

SHADIS from *16 on) 

define my original vbion of 
SHADIS. It's the yardstick 
I've used to keep the maga- 
zine on course, and keep 
any would-be-detractors at 

bay. 

A Matter of 
Policy 


Editorial: SHADIS #14 
July 25, 1994 

In the grand scheme of 
things 1 1 suppose a Humble 
gaming magazine can*t real¬ 
ly be considered anythir^ of 
great import. What can be 
said about it except that iPs 
a forum for people sharing a 
common interest, in this 
case gaming, and a vehicle 
for advertisers to target their 
audience. A single magazine 
among thousands of others 
in a hundred different niche 
markets trying to find a 
place in the brutal and 
deadly world of publishing. 

Over the last six issues 
my partners and 1 (along 
with a small army of con¬ 
tributors and feature edi¬ 
tors) have strived to make 
SHADIS something special 
- something different. IPs an 
ongoing process governed 
by a specific game plan and 
company policy, I won^t 
bore you with all of the 
specifics, but I thought it 
might be of interest to some 
of our readers if I over 
viewed some of out basic 
policies. 

L Independent as well as 
Neutral 



1 decided in the beginning that SHADIS 
would be a '^house-organ for the industry.” I want¬ 
ed a magazine that brought gamers together as 
well 35 the game companies (both large and smalt) 
in a forum that was strongly independent as well 
as neutral. 

This point of policy is simple - there is no 
room for politics at SHADIS, If you want to hear 
the latest dirt on various game companies and 
designers, you won’t find it here. If you want to 
know which side of the fence SHADIS has taken 
when a bwsuit between two game companies is 
announced, you'll be hard pressed to find out. The 
bottom line is that SHADIS is a games magazine 
and we will concern ourselves with issues that 
concern gaming. 

You'll find the details of such lawsuits - but 
you won’t find personal opinions on which side is 
right. 

2. Building Foundations 

Another policy here at SHADIS wouldn’t be 
of concern to our readers except that it might 
explain a few things that wouldn^t otherwise be 
obvious. Many of you have inquired and even 
chided us for not going full gloss/full color. Well, 
there's a reason why we haven’t made the move 
up in production quality. Our first priority is to 
transform SHADIS into a financially stable and 
healthy publication. 

The fatal temptation for most fledgling maga' 
zines is to pump dollars into paper upgrades and 
color, I suppose the line of thinking is that more 
readers will read your magazine if it is pretty and 
attracts the eye. Such a rationale ignores the 
uniqueness of our hobby. 

Gamers, as a whole, are intelligent, discerning 
individuals who are not easily fooled by flash and 
showmanship. In fact, most gamers seem to have 
an aversion for big business and their hype-mar¬ 
keting. 

Gloss pages would be wonderful. But Tm confi¬ 
dent there are other gamers like myself out there 
who, given a choice between additional pages or 
going gloss, would vote for content over cosmet¬ 
ics. 

The typical issue of SHADIS is 112 pages for a 
cover price of $3.50. That’s over thirty additional 
pages of articles and adventure every issue that 
would not have been possible had we gone gloss. 

3* Put on New Eyes 

This is a favorite saying of mine, taken from an 
old Gallagher routine. It concerns taking a famil¬ 
iar subject and looking at it in a new way. 

Popular sections of the magazine like Hook, 
Line, and Sinker, GameMaster's Workshop and 
even the Knig/its of die Dinner Table were devised 
by looking something common and attempting to 
look at it in another way, 

-VolumoH - HimtierS 



















Crtos From the Aiilc 


Tm constantly evaluating SHADIS and asking 
myself how I can improve it. I study small press 
gaming lines for talent and fresh ideas. 1 surf the 
net looking to see what people are talking about 
and what their feelings are. Anything 1 can tap 
into to bring to the reader is a bonus. 

1 try to step back and preterd Vm Joe Gamer 
(not a far stretch) and ask myself what Vd would 
like to see in a games magazine. What would make 
me pick it up off the shelf? Hopefully the results 
are obvious. If not, we still have a lot of work to 
do. 

4- Keep your Toes in the Grass 

I coined this phrase a few months ago after 
tracing the history and development of some of 
my favorite game magazines (i.e a few of our com¬ 
petitors). I've spotted a trend over the years. A 
magazine would stan out as a grass roots endeavor, 
flourish for a time and then suddenly remake itself 
into something which hardly resembles the maga¬ 
zine that attracted its original reader base. 

I'm not saying this is bad — it’s the nature of 
progress. Change is good and often times its criti¬ 
cal for survival. 

As a matter of policy for SHADIS, however, I 
want to keep the magazine footed in the grass 
roots of gaming, 

Tltis can be achieved by staying intimate with 
small press publishers and becoming deeply 
involv^ in attending and supponing small con¬ 


ventions. More importantly, we can keep 
SHADIS on track if you, the reader, speak out and 
keep us honest by throwing a few rocks when we 
drop the ball. 

I hope that gives you some sort of idea on 
where we are heading. I expect you 1 keep us on 
our toes if we stray. 

□ □ □ 

A nd so my watch ends here at SHADIS. Before 
I close, I wanted to make something very 
clear. Because I created SHADIS and have had 
my hand at the editorial-rudder for so many years, 
there’s been a tendency to lay all things *good and 
noble’ associated with SHADIS at my feet. I’ve 
always been uncomfortable with that, which 
would explain why so many of my editoriab have 
been no-more than ‘thank you’ notes to various 
people who have helped with this endeavor. 

Sure, I’m proud of where the magazine has 
gone and I’m confident the foundation has been 
laid for a long and bright future for it. The fact is, 
friends, SHADIS is not and has never been a one- 
man show. 

A magazine’s lifeblood are the readers, contrib¬ 
utors, artists, advertisers and everyone else who 
interacts with it on a monthly basis. A tremen¬ 
dous amount of effort and drive goes into pulling a 
single issue of SHADIS together. Effort derived 
from dozens of people, many of whom have never 
met face-to-face. 


They've come together because they have 
something in common, a love for games and for 
the people they play them with. 

It’s natural, I suppose, that they would 
embrace a magazine inspired by those same feel¬ 
ings and dedicated to serving the community of 
gaming. 

In the end, that's what SHADIS has always 
been about - friends coming together at the table 
and talking about their favorite subject, games. 


Good gamii^, 
until we meet againl 
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Discover... 

J^antasy T,artfi 

Sir Jeteki quickened his pace and moved his hand 
closer to ihe hik of his sword as he scanned the shadows 
for signs ofmovemeni. He had left his friends back at the 
bar and his armor back at the palace. Now he was 
seriously regretting the entire outing. Suddenly, two men 
stepped out of the alley ju^ ahead of him. As they drew 
short swords from under their dark cloaks, Jeteki glanced 
over his shoulder to see a third man stepping out behind 
him, a glint of metal reflecting moonlight under his cloak 
as well. He quickly considered his options. Three on one 
was a dangerous fight, even for the greatest swordsman 
in Trent, especially without armor, and there was no 
knowing how many more were lurking in the shadows. 
As the two in front closed on him, ^reading to encircle 
him, Jeteki drew his sword and slipped it past one man*s 
feeble parry and into his gut, dropping him instantly. He 
nimbly dodged the attack of the second thug and turned 
to face both remaining assailants while slowly backing in 
the direction of the city gates, and safety,,,. 


Enter the world of ^fantasy ^artfu a world of realistic, 
gritty, low-fantasy role-playing, where even mighty 
warriors fear a knife in the back and great wizarth get 
nervous around loaded crossbows. 


J^antasy %artfi puls the majesty and mystery back in 
fantasy role-playing. Faeries, wizards, and dragons are 
truly fearsome foes, not mere paper tigers. Rediscover 
the thrill of fantasy gaming. Try fantasy Txtrth today. 
Ask your local game or hobby shop, or write to 
ZodyGames. 


'TAe cave people had apparently worshipped some 
beast, and as we fled the cave, it appeared. It was huge. 
No, not wfuU you're thinking, but truly immense. Forge/ 
armored scales. Us mere bulk made {my thought of killing 
it with sword or spear ridiculous, / considered that there 
were one or two spells I could think of that might kill it, 
but / didn't want to get close enough to find out. My 
companions apparently agreed, and we all cowered In 
the ditch and h<^ed it didn't notice us as it ^read its 
wings and flew away," 
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An exposed body will last seconds in 



rigors of space 




Pray you last longer! 
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Role Call 

A Run-Down of 
New Releases in 
the Industry 


R ole Call is a new column 
devoted to recent releases in 
the gaming industry. Each 
month, a new series of products, 
systems and supplements will be 
displayed and discussed briefly. 

The column is designed to give 
gamers an idea of what to expect 
in the product - beyond the sim¬ 
ple “back page plug” on the cover. 
Role Call is not a series of 
reviews; the authors are not 
attempting to gauge the quality of 
the work or render an opinion on 
its overall usefulness. 

Instead, they simply give read¬ 
ers an idea of what they’re in for. 
New rules and settings wilt be 
given an overview, pertinent 
designers and supplemental mate¬ 
rial will be mentioned, and an 
overall summation of the product 
will be included. 


Role Call has no bias towards 
any particular system or company. 
Both large and small products will 
be covered, and no more than two 
products from any one company 
will he discussed in the same 

issue. 

If you are interested in seeing a 
rule book or game setting appear in 
Role Call, please send your sugges¬ 
tions to the SHADIS offices. We 
always consider reader interests 
when assembling this column. □ 
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Artlan is the South of the Border Sourcebook 
for FASA’s Shadowrun RPG, Written by the bte 
Nigel D. Findleyt it center around the growth and 
development of the Aztlan nation out of the ashes 
of old Mexico. The 184 page tulebook contains 
extensive information on running campaigns in 
Ajtlan and a detailed description of its controlling 
interest, the powerful mega-corp, ArtechnoUvgy. As 
in many other Shadowrun sourcebixikst the infor¬ 
mation appears in the format of an internet discus¬ 
sion" of various Shadowrunners , who comment on a 
series of recently stolen corporate files. 

Aitlan has the distinction of being the world’s 
only cnrpt>ratc nation: elections^ government ser¬ 
vices and all practical facets of society are con¬ 
trolled by Aztechnology. A detailed history of the 
company is included, from its beginning as an 
extension of the Columbian drug cartels to its cur¬ 
rent status as the most powerful corporation on 
Earth. In addition, its business practices, corporate 
structure and key personnel are discussed in depth. 
The sourcebook also includes a more “traditional" 
history of the supposedly autonomous government, 
including its gradual absorbtion into Aitechrw>logy 
and its current status in relation to other North 
American states. Information on geography, poli¬ 
tics, day to day life, and the capital city of 
Tent>chtitlln (formerly Mexico City) is provided as 
well. The book closes with a color map of the capi¬ 
tal. 

A rebellion of Native Americans against the 
ruling government has expU>ded in the YukatSn 
jungles, and the text covers the conflict in consider¬ 
able depth. Players are provided with ideas on 
“inserting" their characters into the country, and 
GMs receive several ways on how to keep them 
busy once they get there. Finally, the book devotes 
an entire chapter to the specifics of the Aztec reli¬ 
gion (revived by AitecKnology and currently the 
dominant faith), and includes rules for using native 
Altec magic in your campaign. Eight color paint¬ 
ings have been inserted into the center spread, 
designed to complement each erf the myriad subjects 
the sourcebook entails. 


Birthright is a new campaign set from TSR, 
designed to bring the AD&D game closer to its 
wargaming nxjts. Rather than normal adventurers, 
players create the rulers of entire kingdoms who 
must guide their realms and their people through a 
maze of intrigue, diplomacy and feudal warfare. 

Thousands of years ago, on the continent of 
Cerilia, the forces of Gtx)d and Evil engaged m a 
cataclysmic conflict that marked the end of an era. 
The (}ods themselves descended from heaven to 
take part in the battle, and the fury of their wrath 
was such that their very essences drained out of 
them like blood. The forces of GtHxi won the day, 
but the old gtxls were destroyed in the prcK:ess, the 
core of their beings spent. In their place rose new 
gods, mortals on the battlefield who had been 
imbued with divine essences. Players in Birthright 
are the descendents of these new gtxis, noble rulers 
with holy blood flowing in their veins. They must 
maneuver their kingdoms between aggressive neigh¬ 
bors, internal politics, and the constant threat of 
the awnsheghlien (mortab twisted and warped into 
hell ish monsters by the essences of the evil gtxb) to 
expand and become more powerful. 

The boxed Birthright set contair^s three rule- 
books describing the setting and giving rules for 
play. The Atlas of Cerilia presents a brief overview 
of the people and history of the continent. The 
Ruiebook discusses how to create noble characters, 
how to govern kingdoms* and how to conduct feu¬ 
dal warfare. And The Ruins of Empire book 
describes the various kingdoms of Cerilia in detail, 
some of which are designed for players to rule. In 
addition, the box contains two large full color maps 
illustrating Orilia, a set of War Cards designed to 
help resolve military clashes, a War Chest for stor¬ 
ing the cards, twelve sheets containing reference 
material and stats on major awnsheghlien, and a 
new GM's Screen specifically designed for 
^ Birthright. Several supplements have already been 
released for the the setting, and TSR promises more 
m the near future. 
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Duke Aldriv Ml has been murdered and his 
brother Cardor has mysteriously vanished. Could he 
he the killer? Of is he merely fleeing before the 
assassins can target him next? Cardor's son^ 
Mordeln, needs the characters' help to find out* 
Together, they must brave the sea village (if Yelden, 
the dungeons of the Duke's castle* the humanoid- 
infested borderlands of two warring kingdtims and 
the sinister domain of a rnysterious werefox to 
Kicate the Prince and restore order to the Dukedom. 

Tragedy in the House of Brodeln is an adven¬ 
ture mtxlule set in fCenjer and Company's Kingdoms 
of Katamar fantasy setting. It is cojupatable with 
TSR's Advanced Dungeons and Dragons, but can 
!■« used in ctmjunction with any high fantasy sys¬ 
tem. Indetended for beginning characters, it sets the 
stage in a seaside Dukedom where the ruling family 
has fallen under a mysterkius curse, it is up to the 
players to discover the rtHit of the evil before the 
entire line is wiped out. 

The fifty-six page mtxjule is designed to he run 
quickly and with a minimum of hassle. Seventeen 
pictures are included in the htx^k as part of Kenzer 
& Ci/s ImageQuest system: the GM shows the play¬ 
ers a particular picture during a particular period of 
the adventure* In addition, five starter characters 
are provided for an easy start, and the adventure 
descriptions are hixed for clarity and readability. A 
family tree helps GMs determine the lineage of the 
ruling nobles, arxl key MFCs are described in detail. 
Maps of castles, villages and goblin mines have 
been inserted, and numerous player handouts are 
provided in addition to the ImageQuest illustra¬ 
tions. Future prciclucTS in the Kingdoms of Kalamar 
line are promised* 


Don’t Look Back 

is N£ve:r Far behind 
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Don’t Look Back; Terror is Never Far Behind 
is a modem horror role-playing game from Mind 
Ventwres Games* Players create characters in a world 
which appears normal on the surface, but contairrs 
dark and evil things pmwling ju« beyond the view 
of humanity. Characters comes from a variety of 
modem backgrounds (government agents, priests, 
teachers, etc*), and their ultimate role in the cam¬ 
paign is decided upon by the particular group of 
players. 

Don't Ltmk Back is designed with beginning 
role-players in mind. The 160 page rulebcKik guides 
readers through character creation process, skill 
rolls and combat, and designing adventures within 
the game's ascribed genre, taking care to clarify and 
explain the particular nuances of, the rules. Tips on 
atmosphere and story development are spread 
throughout the work, and several ready-to-play 
characters are included in order to facilitate a rapid 
entrance into the gaming world. An appendix of 
charts and a brief index are prodived to help locate 
information easily* 

Background descriptions have deliberately been 
left vague; GMs are encouraged to fit their own 
concepts and ideas into the system provided. The 
basic concept assumes that the characters have seen 
things they shouldn't have (such as a vampire 
attack, a UFO abduction, or a government experi¬ 
ment gone wrong), and are forced to deal one way 
or another with the consequences. Statistics for a 
variety of supernatural horrors are included, as are 
descriptions of several sinister global organizations 
(the Men in Black, the hidden monsters, etc,) The 
GM is encouraged to use them as he or she sees fit, 
and a creation system Is provided to bring ''home- 
grown" terrors into the game* A pair of fleshed-out 
adventures close the book, providing foundations 
for a campaign and ideas on how to take the materi¬ 
al in a specific direction (i.e*, gothic horror, a gov¬ 
ernment conspiracy, etc.) 


The first clash between the Terrans arul Aglians 
resulted from a misunderstanding. Horrified at what 
they perceived as the Tenans' wanton brutality, the 
peace-loving Algians designted a series of robots - 
called Manhunters - to contain their adversaries* The 
Manhunters were programmed to match humanity's 
perceived cleverness, adaptability and deceptive cru¬ 
elty in every possible manner. Their initial raids 
against the Terran advance went very well; the 
humans were stopped in their tracks and forced to 
retreat. Satisfied the Tenans had learned their les¬ 
son, the Aglians issued the recall order to their 
roKitic troops- Then something went wrong*. * 

Rifts: Manhunter is an official supplement for 
PdMmn's cross-genre role playing game, published 
independently by Myrmidon Press. It incorporates the 
world of Myrmidon's Manhunter RPG into the Rifts 
Mukiverse, and can be lun as an expansion to Rifts 
or as a stand-alone science fiction setting using Palla¬ 
dium's Megaveise rules. Based very loosely on James 
Camenin's Terminator films, Manhunter takes place 
in the far future, where man has colonhed the stars 
and made contact with a dozen alien races- A breed 
of sentient machines, unwittingly unleashed by the 
Aglians, now threatens all Terran civilization* Hnrri- 
fled by their mistake, the Aglians have made peace 
with their fonner enemies and created an alliance 
against the Manhunter threat. The Aglian-Terran 
j<»int government now stands at the forefront of 
interplanetary politics, and forms a strong bastion 
against any incursions by the murderous machines* 

The 210 page rulebook contains background 
information on the Manhunter universe, rules for 
tying it into the Rifts multiveree and ideas on how to 
run adventures in either locale* Descriptions and sta¬ 
tistics fijr a dozen alien races are included, as well as 
detailed information on various corporations, guilds 
and secret societies. Twenty new character classes are 
provided, for use within the Manhunter universe or 
other Rifts kKatitms* New technologies, vehicles and 
weafHms are described in thorough detail, and stats 
are given for eight models of fearsome Manhunter 
robots* Future supplements sec in the Manhunter 
universe are planned for release by Myrmidon Press- 
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The kingdoms and conflicts of Rifts have 
stretched across the ylobe, hut a lar^^e chunk of the 
Earth's surface has retnained unexploredn The 
dimensional pees and alien marauders of the Rifts 
universe have not limited themselves m dry land* 
yet the vast worlds beneath the waves have 
remained mysterious and impenetrable- Until now. 
Rifts: Underseas has appeared to bring the vast 
underwater w<irld to life. 

Written by Rifts creator Kevin Siemhieda and 
CJ. Carella, the 216 page rulehnik discusses over a 
dozen new species and nations living beneath the 
wave. Most pnmnnent amtmg these are the forces 
of the Lord of the Deep, an alien being whose grasp 
can span the globe and whose appearance has given 
credence to legends i>f the Kracken. Opposing him 
and his minions are the Whale Singers, a group of 
“hifonned” whale-human crossbreeds chat have sur¬ 
vived his hideous transfoiinatUm magic. Other 
ftrrces detailed include the NautTll, an imperialistic 
race of amphibians bent on conquest: Tritonia, a 
floating city that has survived from pre-Rifts days; 
and the New Navy, surviving descendents of the 
old U.S. Navy who control their ancestors' pre-Rifts 
technology. In addition, supplementary infonnation 
is included on Atlantis, Triax, and other powers 
from earlier Rifts pnxlucts. 

The text provides thirty new O.C.C.s and 
R.C.C.s from these new forces and elsewhere. Rules 
are also give for playing dolphins and whales as 
PCs, m addition to more "traditional" human and 
D'hee races. Stats for numerous underwater biiinics, 
we apt ms and vehicles are included, as are rules for 
new underwater magic. These rules contain over 
forty magic spells related to the ocean, In addition 
to new "whale song" magic connected to the Whale 
Singers. The book also contains discussions of 
underwater ley lines. Dead pools. Gene-splicer 
a hi }in mat ions, and the six "magic triangles" lixrated 
throughout Earth's seas. Additional pnxlucts detail¬ 
ing more of the planet's underwater inhabitants arc 
prom ised in the near future. 


Four years after the Battle of Endor, a New 
Republic task force arrives on the backwater planet 
of KaPShehhol in the Kethol sector. The Imperial 
forces there, under the command of renegade war¬ 
lord Moff Same, put up stiff resistence. In the midst 
of the fighting, a team of New Republic comman¬ 
does infiltrate Same's headquarters in an attempt to 
capture him and deactivate the energy field protect¬ 
ing the planet* Same* however, manages to escape, 
aided hy a mysterious form of artifacts known only 
as "DarkStryder technology*" The Republic, hard- 
pressed in other sectors, sends a rag-tag crew aboard 
a single modified frigate to try and track him 
down... 

Star Wars: The DarkStryder Campaign is the 
first in a new series of supplements for West End's 
popular RPG. Players take the role of one of ten 
characters - the command staff of the frigate 
FarStar, charged with hunting down Moff Same 
and discovering the source of his DarkStryder tech¬ 
nology. They are out on the fringes of the galaxy, 
cut off from the bulk of the New Republic govern¬ 
ment and forced to utilize their limited resources in 
the fulfillment of their mission. Republic opera¬ 
tives, local civilians and even Imperial sympathizers 
have all found themselves aboard the FarStar, 
forced to work together in order to survive* Numer¬ 
ous dangers, Uith internal and external, threaten 
the mission on all fronts, and Same himself has 
planned a few surprises for his pursuers- 

The boxed set contains background material 
the GM needs to begin a campaign. The ninety-six 
page stxircebook covers the background of the set¬ 
ting, stats and detailed descriptions of the principal 
characters and a 16 page short story by author Tim¬ 
othy Zahn* The Adventure Book contains six short 
adventures designed to launch the DarkStryder 
campaign* In addition, a set of fifty-six punch out 
cards (giving quick stats on characters and ships) is 
included, as well as a map detailing the deck plans 
of the FarStar* Future products ar^d campaign devel- 
t>pments are planned for release over the next year* 


■otoCiil 



Theatrix: the Core Rules (Backstqge Press) pre¬ 
sents a new game system which encourages cine¬ 
matic roleplaying. Characters are larger-than-life, 
battling against monstrous evil and seemingly 
unkilSable foes as the Director leads them through 
his Script. 

Theatrix is a dice-optional system: random 
results are available for those who want them, but 
are not encouraged* Flowcharts are copious, and 
attempt to cover results for almost every situation 
and skill level. Description is king; everything, from 
scene-setting background, through results of 
actions, all the way down to the various kinds of 
ways characters can he hurt, has at least some sort 
of description ass(x:iated to heighten the impression 
of "being there." 

Characters have numerical ratings in Attributes 
and Skills (ranked from one to ten on a logarithmic 
scale; three is Average or Competent). They also 
have Descriptors, words or phrases which describe 
the character's background, and Personality Traits. 
Descriptors and Personality Traits may be Activat¬ 
ed during the adventure to gain an automatic suc¬ 
cess in the appropriate area, or can sit in the back¬ 
ground informing the player^s characteriiation* 

Although the mechanics are important, they 
exist to support the more important aim of The¬ 
atrix, the attitude towards roleplaying. Whatever 
genre you choose to play in, the common thread 
running through any Theatrix game is capttal-C 
Cinematic: superhuman feats, last-minute dives for 
cover as the bomb goes off behind you, fistfights on 
the wing of a biplane, hanowing plot twists and the 
narrowest of escapes. 

Theatrix: the Core Rules is a 144-page softcov- 
er; the final page promises '^Embrace Tiger/Retum 
to Mountain," an Oriental backgrounds sourcebook 
which is, inevitably, "Coming Soon to a Store Near 
You*" 
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Dun to space constdcrmions, some let- 
tm have been edited. Even if your letter 
isn't prfnteii, your comments are MJcfcome 
and your sug^stiems and constructive crit' 
idsms arc thoughtfully ctmsidered. So keep 
the letters coming. Rcmemier SHADfS is 
on mteractive - we want you^ 

the reader t to be involved. 

Jody R- Blackburn 


Dear SH ADIS, 

Thank you for putting out a great 
maga^ine^ gtxxl to see a non-house 
organ that boldly covers a wide range 
of game genres from a variety of com¬ 
panies. There's a feeling that comes 
across from your work that suggests 
yiHi actually play artd enjoy games for 
their own sake - a quality lacking in 
many of the slicker mass-market publi¬ 
cations. Keep up the good work. 

Best wishes for the rest of this year 
and on into the future. 

David G. Tmtti 
Fullerton, CA 

Thanks David. Since creating 
SHAD/S, one of my favorite tasks u^os 
reading die incoming mail from our read¬ 
ers. As difftcuk as it tviU be to hang up 
my editorial hat at SHADIS and move 
on, it's very com/or ting to knou^ tkai our 
i^Drts have been appreciated. 

JRB 

Ken Carpenter, 

1 am interested in playing Full Thrust 
hut have not been able to find it. 
What IS the name and address of the 
company so 1 can write for tnore infor¬ 
mation? 

AlsOj 1 play the RFC Under^ound by 
MGf. I run some squad sited battles 


and miniatures rules might be a great 
help. What miniatures rules should 1 
tty and how should 1 modify them? 

David Arnold 

Dave, 

Full Thrust is actually produced by 
Ground Zero Games in Great Britain, 
fcui Geo-Hex faka Capricorn Space] 
dis mhtttcs hoth the gome and the ^gures 
in the U.S. You can write them at: 
2126 North Leicis, Portland, OR 
97227. As for a squod-lcvel miniatures 
game for Underground, you could try 
Grenadier's Kill Zone, You'!! have to 
customije it a hit, tailoring the ‘hit' rolls 
ond a few minor things like that, but the 
game does an excellent job of stmtdating 
squad level tactics. Many of the figures 
are also appropridie for Underground. 

KC 

Dear SHADIS, 

Your magazine is probably the best 
RPG periodical that I have seen in 
years. IPs fantastic - just the kind of 
magazine I hoped it would be. 

I read with great interest the 
Gamemaster's Workshop, sighed with 
relief at the lack of irritating adver¬ 
tisements, and was Impressed at the 
open and supportive attitude of the 
Mail Bag* But what impressed me 
most was the publication's Declara¬ 
tion of Independence, which set to 
rest my fears chat SHADIS would turn 
out to be just another house-organ. 
There are scant criticisms, mostly 
regarding the coverage of those insidi¬ 
ous, cultish card games which have so 
acutely gamed (unfathomable, in my 
opinion) popularity in the minds of so 
many. But, 1 realize the need for com¬ 
prehensive coverage, and since I 


haven't finished reading the entire 
piece, I'll reserve further editorials for 
a time when my opinions are com¬ 
plete. 

For the greater part, however, Tm 
very pleased with what IVe seen. So 
much so that I gleefully set ablaze my 
entire collection of fname deleted by 
editor} magazines. 

You gave me what I asked for, and 
Pm thankful. As a result, please find 
enclosed the ashes from my fname 
deleted by ediiorj magazines. 1 hope 
they don't shift out of the envelope 
during mailing. 

My heartfelt thanks. As a player in 
my campaign is fond of saying, "The 
Goat-man shall reward you well for 
your efforts.” 

GiKid gaming! 

Edward D. Smale 
Hellertown, PA 

Thanks Edward. The ashes came in 
handy. We sprinkled them on John 
Wick's (one of our staffers) powdered 
doughnuts one mommg. He began speak- 
ing in several dead languages and started 
writing poetry on* the warehouse walls 
with the art director's best Shrwpie. 

A fist fight ensued and after taking 
the worst of Upjohn grabbed the company 
water cooler and darted out the door. 

The lost time we saw him he was 
running down the 10 freeway with a copy 
of "Swim with the Sharks'* under one 
arm and a mayonnaise jar with, a mouse 
in it under the other. //you see him, send 
him home. We miss the mouse terribly. 



Dear Jolly, 

1 first saw SHADIS at ORIGINS 
*94 and was st> impressed I had to sub¬ 
scribe and have continued to be 

impressed by the many facets of the 

magazine. 


Unquestionably, one of SHADIS' 
main attractions is its unmatched 
diversity. So many things get covered 
that its hard to find an issue that 
didn't contain some pleasant surprises. 

From coverage of the more obscure 
aspects of our hobby's subgenres to 
well written articles and informative 
reads. And yes, Pve purchased some 
new RPG stuff largely because of Mark 
Arsenault's Bits 'n' Pieces column. 

In general, 1 prefer the ^Special 
Features" much more than any of the 
GM Workshop articles. Likewise, 
KODT is vastly superior to the other 
comics. Chris* Stick Figures, and Joe 
Genero are worthy as well. 

Pm told that despite a surprising 
array of new RPG professional maga¬ 
zines (in contrast to an apparent 
shrinkage in the numbers of actual 
RPG players buying RPGs) SHADIS 
is now the 3rd most popular game 
magazine - Congratulations! (Espe¬ 
cially since I wouldn't bother subscrib¬ 
ing to the #1 or #2 magazines.) 

As you can see, Pm optimistically 
willing to bet that regardless of all the 
other ambitious projects you have in 
mind, you'll still be able to spend 
enough time on SHADIS to keep me 

happy, 

Mark Goldberg 
Las Vegas, NV 



Pm sure your time is short, so I'll 
make this brief. As an English teacher 
I know it cart be hard to give out criti¬ 
cism, and cutting features out ot a 
magazine can often he construed as 
criticism of a feature instead of the 
reality of limited space to appeal the 
most readers. 

I do applaud your efforts to involve 
the readers in the process, but don't 
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lose sight of your own vision. Just as a 
group of students need a teacher to 
guide their learnings and explorations, 
a mayatine needs an editor's purpose, 
direction and vision. 

Thanks for letting your readers 
have some input into the contents of 
their favorite magazine. 

Matt Helms 
Elgin, IL 

Edt, Stage left.. 

s 

Shortly after JoSiy announced his 
decision n> leave SHADIS his email 
address began to literally flood with 
heart-felt best wishes and suppt>rt. 

Dear Jolly ^ 

I have been impressed by the hon¬ 
esty and decency you have displayed 
in all your dealings. 1 only hope ytJu 
find joy in whatever you pursue next. 

Edmund Shaw 
Editor^ Familiar 

Dear Jolly, 

Gtxxl Luck, Jolly. You did a very 
rare thing, inaking a fan magazine suc¬ 
cessful, Good luck in y<iur future 
endeavors. 

m 

John Baichtal 
AOL Email 

Dear Jolly, 

As a loyal reader I would like to 
thank you for your work in making 
SHADIS an excellent independent 
resource for ttxlay's gamer. You will he 
missed, 

Michael Breen 
AOL Email 

’ll 

Dear Jolly, 

I'm sorry to see go jolly. You've 
been the heart and soul of the maga- 
line for a long time. I hope that your 
new projects will take you to even 
greater heights. 

Ji>e Kushner 
AOL Email 

Dear Jolly, 

Wow, what a shock! Jolly, I’ve only 
met you once in person, but you 
impressed me as someone wh(^ could 
get what they wanted. Hell, you even 
sold me a subscription! 

Vm sure that wherever you wind 
up, it will be on your feet and running. 

Best of luck to you. Thanks for 
growing us a great mag. If youYe ever 
out near Syracuse for any reason, k>ok 


me up. I'd like to buy ya a beer or 
three, 

Scott Gardner 
AOL Email 

Dear Jolly, 

We’re behind you all the way, 
whatever you choose to do. Hang 
. tough, our man, There are always new 
mayonnaise jars on the sunny horizon. 

Barbara Manui 6 l Chris Adams 

Dear Jolly, 

Thanks for everything you've done 
Jolly, A few years ago I was a burnt 
out middle-aged gamer with very little 
going on in my life to be happy about. 
One day 1 picked up a copy of 
SHADIS 10 and stiddenly felt excited 
about my ht^bhy again - something I 
hadn't experienced in ten years. 

For that I am grateful, for it per¬ 
suaded me to make a phone call to an 
old gaming buddy I hadn't talked to 
in years. That phone call led to the 
Tef£>rmatit\n of my old gaming group. 
Now we play every Thursday night 
and we are all loyal subscribers to the 
magazine that helped heal the old 
wi^unds and brought our circle back 
together. For the record, there will 
always he a chair at our table for you. 

Frank Butler 

' San Jose, CA 

« 

Dear Jolly, 

You ol' tar heel you. For the record 
this is one reader who will always be 
thankful for your hard work and 
efforts. 

Those crude early issues of 
SHADIS were every bit the wc.ifks of 
art the newer mags are. You are 
SHADIS. Jolly. 

Please keep the readers posted on 
where tci find you. 

Perhaps SHADIS can do a 'Jolly 
Rep^ut' tt) let us know where our old 
friend and mentor has wandered off 
to. Thanks again. If you ever hit 
Evansville, I have a couple of drinks 1 
owe ytm. 

Randy Summers 
Evansville, IN 
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I HATE WHEN 
THAT HAPPENS.. 

W e were recently informed that the plot line for 

the “The Gazebo" (which appeared in 
Knights of the Dinner Table" Not Ready 
I For Syndication (Comic book: KODT 01) was erro¬ 
neously attributed to the wrong person. 

Richard Aronson wrote a story in 1980 for SPELL 
BOOK the official publication of Mensa’s Fantasy 
Role Playing SIG. The story, "Eric and the Gaze¬ 
bo” was later republished in Alarums and Excur¬ 
sions. As Mr. Aronson readily pointed out, the error 
was an honest mistake and he contacted AEG only to 
I ensure his copyrights on the original story had not 
been jeopardized. 

We regret this unfortunate incident especially since 
we place tremendous weight on creative rights and 
intellectual properties. We acknowledge that Mr. 
Aronson's claim is valid and would like to take this 
opportunity to publicly apologize to him, 

Richard, there’s an empty chair for you at the Knights 
of the Dinner Table at an;^ime. But remember, it’s 
I biing-your-own pizza. 


wow, WHtN YOO THiNfcf 

AtOOT IT, COPS APE A 
lot LllCt PAlADl^tS. 


YOU EYER PEN 
SHOT IN THE FAa? 


KET YOO CARRYING A 
THROW AWAY* PIECE? 
I SAW THAT OH T T. 

HOOKia oNa 




NO SON. t PONT 
HAVE TO 'WAkE A 
SAVING THROW' 
BEFORE I SHOOT m 
PISTOL ANP NO. I’VE 
NEVER BEEN ON 
COP5' 
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J* Phillips" article “Tuning Up 
Armies” in SHADIS ^16 con^ 


which a game master (GM) could beer up 
non^player character (NPC) forces to pro'^ 
vide a challenge to increasingly powerful 
player characters. It inspired me to come up 
with 3 few additional ideas based on gaming 
experiences. Our local hobby shop owner 
used to run micro armor games where each 
side would have some surprises to spring on 


GMs and miniatures 


to spice up a ta Die top Darcte or a roie-piay' 
ing campaign. 

The ideas are designed to be generic 
enough to be used for any time period or 
genre. As before* a deck of cards can be 
used to make a choice. However* the equips 
ment and miscellaneous categories have 
been combined. The format includes a new 
category* Blunders (hearts)* since mistakes 
in war are more common than successes. 
For an RPG, Dick one or more cards from 


mm 






For a miniature battle pick one or two lor 
each side. Blunders can be imposed on the 
PCs or different sides as the GM sees fit. 


Ace ♦ Entrenching: The enemy is 
lied at diepinp in, and can create excel- 


normal time. Most troops on the battlefield 
will be well entrenched by the time combat 
starts. 

Two ♦ First Volley; Selected missile 


range* effectiveness is 
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LANCE & LASER MODELS, INC 
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P-2t Monies 


P-19 Herolds 
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P-SO Clerics 


increased 25%, medium range is up 75%, 
short range is double effectiveness, and 
point blank range is triple. 

Three ♦ Deception: The enemy is 
adept in the use of deception and camou- 
flage tactics. They may have units of civib 
ians dressed in uniform, or employ dummy 
weapons and vehicles to deceive an oppos' 
ing force of their strength. Real forces are 
hidden or disguised. Entire fake cities and 
fortresses may be built. 

Four 4 Guerilla warfare: Small enemy 
regular and irregular forces will attack 
depots, convoys and units behind the front. 
Guerrillas will look for any opportunity to 
overwhelm small, detached forces by quick¬ 
ly concentrating their forces, engaging in 
battle, and then dispersing. On the battle¬ 
field, hidden guerrilla units will pop up, 
cause casualties, and retreat. There will be 
one major and several small ambushes on 
the battlefield. 

Five ♦ Feigned Retreats Certain units 
are trained to be able to simulate falling 
back as if they are routed, but can immedi¬ 
ately turn and attack. 


Six ♦ Mobile Warfare: Animal or vehi¬ 
cle mounted forces utilize constant maneu¬ 
vering to defeat the enemy. Extensive use is 
made of mobile rear-guards, delaying tac¬ 
tics, flanking and r^r attacks, raids, and 
pursuit. Favorite include holding 

positions just lot^ipp|^ to make attack¬ 
ing forces depk^li^ilking hit-and-run 
attacks on rmsilpttiiiiMlowing their 

I ■ !"L* ■ ! 'JOli /■"“i ‘’I ■ I ■ I' . 

advance to 

lire skilled 

in approaS||piii^i»»v cover of 

darkness, 

■" enemy units 

_ beilii|^|i^i||^r rear attacks 
and assaults on forces and com¬ 

manders. 


Jtontos On tbe Marcb 

single PC) that are the most difficult to 
replace. 


mm 


-US" 

Eight ♦ Sniping: Expen marksmen fir¬ 
ing from hidden positions will attempt to 
pin down enemy units and pick off leaders. 
The snipers^ location will be difficult to 
uncover. Check for exposed leaders to be 
killed or wounded; attached units must 
make a morale check. 

Nine 4 Attrition: The enemy has large 
numbers of troops and is prepared to lose 
them in hopes of wearing their opponent 
down. They target opposing troops (or a 


Tea 4 Counterfire: The enemy 
superior artillery, higher ground, or better 
fire control which allows them to accurate¬ 
ly locate and suppressing opposing fire. This 
can be anything from shngers on a hill to 
counterbattery radar. 

Jack 4 Counter-attack: The enemy 
force is especially skilled in receiving an 
attack and holding while they evaluate the 
best response. They will keep a substantial 
force in reserve and pick just the right 
moment and place to commit it in a 
counter-attack. 

■ 

Queen 4 Siege Warfare: The enemy is 
skilled in siege techniques. On offense, they 
can spot weak points in defenses, quickly 
dig approach trenches, parallels and mines, 
bridge ditches or moats, create or deploy 
siege machines and artillery, make ladder 
assaults, plant explosives, and destroy forti¬ 
fications. On defense, they are able to 
quickly repair breaches, build counter¬ 
works, successfully countermine, and have a 
knack for concentrating firepower and rein¬ 
forcements in the right sectors. 


NEW! Pendragon Figures 
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P-16 Knight 


P-14 King & Queen 


P-17 Knight 
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Annies ttn the March 


King ♦ Scorched Earth: The enemy has 
stripped the region for miles around the 
battlefield of all supplies and forage, driven 
off civilians and livestocici poisoned wetls, 
destroyed bridges, blocked roads, etc. 
Invading forces must bring in all their sup¬ 
plies* As a result, their army is short of 
equipment and rations, and combat units 
that would normally be on the battlefield 
must be detached to guard extra convoys or 
carry supplies. 

Clubs: EQUipment and 
Miscellaneous 

Ace ♦ Obstacles; The pnemy is 
equipped with or can rapidly emplace such 
impediments as mines, entanglements, 
sharpened stakes, caltrops, palisades, pits, 
ditches, booby-traps, abatis, and the like. 

Two ♦ Transport: Wagons, railroads, 
trucks, or aircraft give the enemy extra 
mobility* 

Three ♦New Weapon: A new but not 
novel weapon is used on the battlefield, 
such as pressing anti-aircraft guns into an 
antitank role, or a new model of heavy 
tank* 

Four ♦ Secret Weapon: A previously 
unknown weapon is introduced on the bat¬ 
tlefield, such as a new spell, poison gag or 
gat ling guns* 

Five ♦ Jsiiij^ilpl^^akers/Mind'' 
readers/lnt^^j^lliiij^lpltiix^ have 

learned all GM 

should armng^|i||§||p§:i^a^ everything 
the 

nent^' ’'''^ ■ 


tanc 



iliiitisiDis- 




W: 



assist 






Ten ♦ Psychological Warfare: Propa¬ 
ganda, terrorism, psychwar tactics, torture 
and maiming of prisoners, etc., lower the 
morale of the PCs* forces* 

Jack ♦ Jammin^Counterdntelligence: 
The party*s attempts to communicate with 
each other or gain information on the 
enemy is blocked or confused by magic or 
technology* Spies and scouts are deceived, 
captured, or turned* 

Queen ♦ Massive Defenses: The 
enemy is ensconced behind ari array of for- 
tifications^ anything from the Great Wall 
to the Maginot line to a. powerful force 
field. 

King ♦ Espionage: Enemy spies salxi- 
tage or steal equipment, spread false infOT- 
mation and rumors of treasotii attack fol¬ 
lowers, infiltrate the ranks^ and generally 
delay and confuse the party* 

1 . - 

Blunders: Hearts 

Ace ¥ Death of Leader: A high-rank- 
ir^ (non-player) subcomm§inder dies at an 
inopportune moment* All units under his ' 
command may take no action for one or 
more turns* Alternatively, a subccpimander 

is drunk, insubordinate, or has;a ^dden 

attack of cowardice or ihcompefepce with 
similar results* 

Two ¥ Counter-March: Crossed signals 
make a* unit reverse facing and retrace its 
movement of the previous turn* Alterna¬ 
tively, it leaves or never appears on the bat¬ 
tlefield* 


Three ¥ Messenger . Killed/Bad Com¬ 
munications: During a battle, a ur^it does 
not receive new orders'and continues with 
its current action, yhich may meah it does 
nothing* 


rJ, 


ground dniyp''' 

Seven ♦ ARojck-dropping ^ 
critters, air, 

or space figKters provide support ter ground 
units* 

■ 4 ■ 

t 

Eight ♦ Spotters: Keen observers, 
magic, satellites, or scanning devices make 
accurate fire possible at great distances* 
Increase effectiveness of artillery and long 
range missile fire by 25%. 

Nine ♦ Dirty Tricks: Tire enemy takes 
hostages or threatens civilians, uses prison¬ 
ers to clear mines or straps them to their 
war machines, employs banned weapons, 
pretends to surrender and then attacks, etc. 


Four ¥ Wall of Dead: Heaps of corpses 
cause advancing units to make an immedi¬ 
ate morale check, and they attack at a dis¬ 
advantage {slipping ;on bloody entrails^ 
etc*)* DefendingJenenvy uhits gain cover 
from the mounds of dead* ' ■ 


i> 


Five ¥ Ppltropne^y: TSiis affects,the 
worst unit in your army* They will not 
enter within missile jnatige of any enemy 
unit, and will automatically rout if 
attacked. 

Six ¥ Frontal Assault: Bone-headed 
subordinates interpret their orders in the 
worst possible way. For example, a futile 
attack is made on the strongest enemy posi¬ 


tion by a totally inferior force* ("Half a 
league, half a league, half a league 
onward***”) 

Seven ¥ Compression/Traffic Jam; 
The actions of enemy forces (usually encir¬ 
cling or multiple flanking attacks) or the 
loss of cohesion in a close-order formation 
force the PCs' unit into a tightly packed 
position where they are unable to defend 
themsebgi|^|rty. in the 

front '‘•-'-'J 
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one or more"^ 




requiring 



Eight ¥ age/equip¬ 
ment Failure: or artillery run 

low of ammo* Re<^^pttack effectiveness 
by 50%*^ Melee troof^re at minuses due to 
faulty weapons* 










Nfne f Poor Marksmanship; Reduce 
the; affected unites missile fire effectiveness 
by 20-50%. Akematively, friendly units fire 
on othe ^friendly forces* 

Ten.lF Mud: A sudden downpour, 

deliberate flooding, or destruction of local 
drainage by bombardment turn the battle¬ 
field Jni [o:a mire. Infantry, cavalry, and 
track^ vehicles moves half; wheeled vehi¬ 
cles, cannot move at all* No charges are per¬ 
mitted arid attackers have their effective¬ 
ness reduced 25%* 

■1 Jack ¥ Brittle Morale: Green or previ- 
^i^ly defeated units have no stomach for an 
^ extended fight* TTieir first morale check is 
made nonnally, but thereafter increase neg- 
>atiVe results such that fallbacks become 
retreats and retreats become routs* In addi- 
cipn, the sight of another unit running 
awAy wiH cause an immediate morale check 

or automatic retreat, depending on whether 
' the other unit is of the same or higher qual- 

- tty as ihe one with brittle morale* 

• ■« 

- Queeti ¥ Loot; Any forces which break 
“ through the enemy line of battle will imme¬ 
diately head for the enemy camp or baggage 
train; and'thus are taken out of the battle. 


King ¥ Bad News: Just before the bat¬ 
tle, news comes in that affects the morale of 
your entire army* It could be reports of 
defeat on another front, a revolution at 
home, an impending peace settlement, etc* 
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Armies On die March 


Spades : Personnel 

Ace 4 Sharpshooters: These elite mis¬ 
sile troops have 20-50% iuore effectiveness 
in range, damage and rate of fire. Their 
morale is excellent» 

Two 4 Foot Cavalry: Fast marching 
infantry who move at a rate 25-40% greater 
than norm ah For imxlem and post-modem 
games, they will have jeeps, motorcycles, 
jetpacks, small hovercraft, individual 
gravsleds, and the like. 

i 

Three 4 Iron Brigade; These troops are 
never routed, and will hold their position 
when other units would fall back. If forced 
to retreat, they will make a fighting with¬ 
drawal. 


Six 4 Airborne: Paratroopers, space- 
drop marines, or troops mounted on flying 
monsters, gliders, or helicopters may assault 
a section of the battlefield from the air. 

Seven 4 Riverine/Amphibious: Naval 
assisted forces appear on a nearby body of 
water* They may include frogmen {humans 
or monsters), marines, PT boats or iron¬ 
clads. 

Bight 4 Berserkers: Ferocious fighters 
crazed with blood lust. Berserkers never 
make morale checks and do extra damage. 
They immediately charge the nearest 
opposing unit once they “go berserk” and 
continue hand-to-hand combat until they 
or their opponent are destroyed. After each 
melee the berserkers will need to rest for a 
cum before going berserk again. 


Four 4 Reinforcements: Extra units 
will appear on the battlefield at a propitious 
time* 

Five 4 Screening Forces: Weil-trained 
light troops which aggressively prevent 
their opponents from gaining any intelli¬ 
gence on their main army. On a battlefield, 
the opposing side will have to set up before 
the side with rhe screening forces. 


Nine 4 Die-Hards: A unit which will 
make a valiant last stand against impossible 
odds. In a defensive position, the troops 
will neither surrender or retreat {ignore 
these results) and their wounded will con¬ 
tinue fighting. As a result, reduce their 
casualties by 50%, The only way to elimi¬ 
nate them is to kill them. 


Ten 4 Forlorn Hope: A unit of elite, 
heavily-armed offensive troops who are sent 
in the vanguard of an attack, with the 
hopes of disrupting enemy lines or pinning 
up their forces. They can be guys with two- 
handed swords, grenadiers, heavy tanks, or 
automated battle machines. 

Jack 4 Suicide Squad: Fanatics intent 
on only causing casualties. On offense, they 
charge the nearest enemy unit and engage 
in hand-to-hand combat {with bonuses) 
until destroyed. On defense they will bum 
down or blow up their own position rather 
than give up the fight. Because of their dis¬ 
dain for self protection, they take double 
casualties. 

Queen 4 Special Forces: Elite light 
troops who can operate behind enemy 
lines, ambushing convoys and support 
units. On the battlefield they may make 
commando-style assaults on camps, head¬ 
quarters, bases, and leaders, relying on 
speed and surprise. 

p King 4 Scouts: Excellent reconnais¬ 
sance forces who keep the enemy aware of 
the location, size, composition, and equip¬ 
ment, of all the parry's forces* □ 
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Part Two: Developing Your Clan 


By Leonard and Ann Wilson © 1995 ❖ Art by Michael S. Harmon © 1995 


T he gaming products out there chat 
will tell you how to swing a sword or 
cast a spell are legion* The number 
chat will offer guidelines for providing your 
character wich a family (or even suggest 
that you should provide her with one) is 
infinitesimal* 

Last issue (SHADIS #20) we discussed 
the medieval family structure and how 
having families for player characters could 
help your fantasy campaign* This issue, as 
promised, we*ll provide you with a handy 
set of tables for generating those families 
and charting their lives through the pass¬ 
ing of the game years. 

For the inspiration for these tables, we 
owe a tip of the hat to Greg Stafford and 
his Pendragon game. Even if you've 
already invested your $27 in the Pendrag on 
rules, chough, you might want to use our 
tables instead of theirs. Ours take more 
time to use and are a bit more complicated, 
but chey^ are also more comprehensive, 
more realistic, and (unlike their gremlin- 
plagued forerunner) carefully calculated to 
provide plausible results over the course of 
a long-running, multi-generational cam- 

rpaign, 

The emphasis here is on the word plau¬ 
sible, as it is impossible to be 100% histori¬ 
cally accurate. Birth and mortality rates 
were affected by far coo many different fac¬ 
tors and varied far too greatly from time to 
time place to place (even within the 
limited framework of feudal Europe) for us 
to create one authoritative set of tables to 
cover them all* 


Pendragon players will find that 
can plug these tables directly into 
and 6c of the game*s Winter Phase 
replacement for the existing rules* 
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Family Clans 


fSenerating a Clan 

There are two distinct uses that our 
Family Tables can be put tOi though the 
tables behave in exactly the same manner 
in either case. The first use is for rolling up 
a clan for a PC to be a part of Simply go 
back a few generations before the game 
starts (two should be adequate) and use 
them to chart the life of one of the PC^s 
ancestors (a man if the clan is patrilineal, a 
woman if the clan is matrilineal) year by 
year, starting from the year that he would 
first be eligible for marriage. Ignore any 
results that would lead to the extinction of 
the clan, and simply keep rolling until the 
PC is bom and ages to the point at which 
he will start the game. 

In order to randomly determine a PC’s 
specific descent, roll a d6 each lime a child 
of the appropriate gender {male or female, 
as above) is bom to a direct ancestor of the 
PC. If you roll a 1 or 2, that child is the 
next link in the chain. Of course if you’re 
rolling for a child of the PC’s generation, 
the “appropriate gender*’ will be that of the 
PC himself, regardless of the customs of the 
society, and you’ll be rolling to determine 
whether that child is the PC. 

If you ever get to a point where no more 
children can be bom in a given generation, 
but you still haven’t determined the PC’s 
specific descent, select randomly from 
among the living children of that genera' 
tion who are of the appropriate gender, 
assigning an equal chance to each. 

Once you have rolled out enough years 
for the PC to be the desired age to start 
adventuring, you’ve created the skeleton of 
a clan for him. You can flesh it out as 
needed or as desired by naming the clan 
members, assigning them jobs and homes, 
etc. 

Tracking a Clan During Play 

It is a common phenomenon among 
role-playing campaigns for time to have a 
very comic-book quality about it. Charac' 
ters acquire vast wealth, skill, and power 
over the course of many adventures, yet 
age almost imperceptibly if they age at all. 
Neophyte game masters may try to keep 
meticulous track of time, but they soon 


learn that most campaigns grind to. a halt 
long before it has any appreciable affect on 
player characters, even if the PCs adven¬ 
ture so intensely that they blow all the 
caps off the experience charts. Unless the 
PCs are working under a time limit, what 
reason is there to watch the clock, much 
less the calendar? 

If the PCs spend 365 days a year adven¬ 
turing because they have no life outside 
the dungeon, then there really isn’t much 
reason at all. On the other hand, if they 
have friends and family waiting at hornet a 
manor that needs upkeep; a warm fireplace 
beckoning them to spend the cold winter 
months indoors; a feudal lord who expects 
them to be at his beck-and-call part of 
every year; tournaments and festivals invit¬ 
ing them to indulge in the sheer joy of sen¬ 
sual living... All these things and more 
place demands on the PCs’ time that really 
add up, rarely leaving them opportunity to 
squeeze in more than two or three tradi' 
tional adventures during a single year. Sud¬ 
denly the days fly by and you find you’re no 
longer straining your suspension of disbe¬ 


lief, wondering how yet another player 
character got to be an arch-mage before 
she turned twenty-five. 

If you took this approach to a cam¬ 
paign, it would be ridiculous to let your 
PCs’ clans stagnate. To allow them to grow 
and change, simply keep on applying the 
Family tables to them year after year as the 
campaign progresses. Set aside a regular 
time at either the beginning or the end of 
each game year to take stock of the past 
year’s events. In Pendragon, this is called 
the Winter Phase, and it takes place during 
those inclement winter months when no 
one with half a brain should be out adven¬ 
turing anyway. 

During the Winter Phase, Pendragon 
players pause not only to determine how 
their knights’ clans are faring but to take a 
breather and put the entire game year into 
perspective. It is at this time that the 
effects of experience are tallied and charac¬ 
ters are allowed a chance to train. It’s a 
concept which could be put to excellent 
use in most any game system by only allow- 
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Family Gians 


ing PCs to gain new levels or otherwise 
spend their hard-earned experience points 
during the winter lull. In AD&D in partic¬ 
ular it would provide a nice compromise 
between the instant acquisition of levels 
and outrageous demands for training ~ the 
only two official alternatives for raising 
your characters* expertise. It would also 
provide a solid gold guarantee in avoiding 
the child-prodigy arch-mage syndrome, 
since characters are never allowed to gain 
more than one level at a time, and thus 
could gain only one level per year. 

With the evolution of both their char¬ 
acters* families and of the PCs themselves 
waiting there for them, most players will be 
happy to hurry on to the end of the game 
year after just a few grueling adventures; 
character aging will become as much a 
reward as an inconvenience. 


The Familv Tables 

Once each year, roll on these tables as 
directed below, GMs may wish to use these 
tables to chart the lives and families of 
important NPCs in their campaigns, as 
well the clans of player characters. 

Step 1: Childbirth. Roil on the Child¬ 
birth table for each married woman. Roll 
also for each unmarried woman who is 
known through game play to have had sex¬ 
ual relations with one or more men during 
the year. Non-player women in a mattilin- 
eal society are automaticallY assumed to 
become sexually active once they reach 
marriageable age, though they take the -2 
penalty on the Childbirth table for being 
only briefly sexually active during the year 
unless they are known to have a husband 
or a full-time lover. 

Men of any age may theoretically sire 
children, but do not bother to roll for 


women 55 or older; they are considered to 
have gone through menopause. 

If the parentage of a child is in ques¬ 
tion, create a simple table by assigning a 
value of 4 for a long-term sexual partner 
{husband or live-in lover), 2 for each part- 
time lover (much-absent husband or dis¬ 
creet paramour), and 1 for each “one night 
stand” or other quick fling. 

Example; Beautiful, flirtatious, and gen¬ 
erally naughty, young Lady Constance kept 
two discreet paramours and slept with 
three different young knights on a whim 
last year; the GM assigns the following val¬ 
ues to them: 1-2 = lover #1, 3-4 = lover #2, 
and 5, 6 and 7 are respectively the three 
“one-knight” stands; he then rolls a d8 to 
determine who the father is, being pre¬ 
pared to reroll any result of 8. 

In many cases, the GM may determine 
the father of a child for his own notes 
without ever revealing the result to any of 
the players, no matter how privy they were 
to who slept with whom when. In medieval 
times, poor nutrition meant that pregnan¬ 
cies rarely lasted the full nine months, and 
the exact length of a pregnancy was quite 
unpredictable, contributing to the high 
infant mortality rate. Unless there were 
several months between the time a new 
mother slept with the father and any other 
candidates, she herself would not know 
who the father was unless and until some 
of his father*s distinctive physical traits 
started to show in the child. In the game, 
all this is left up to GM*s discretion, being 
too complex a business to create tables for 
here. 

To determine the gender of a child 
when it is bom, roll any handy die with an 
even number of sides (no d7s, please). If 
the result is an even number, the child is a 
boy. An odd number indicates a girt. 
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Childbirth Table 

d20 result: 

1-14 No birth, 

15-20 Child bom. Roil on Child 
Table. 

Modifiers: 

• Woman had just one sexual 
encounter, during the year: -4, 
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Family Clans 


• Woman was only briefly sexu' 
ally active during the year (an 
unmarried woman with one dis¬ 
creet paramour or a few one- 
night loverSi a married woman 
with a much absent husband and 
no lovers): -2. 

• Woman is over age 50: -I per 
year past 50. 

Child Table 

d20 result: 

1-4 Child is stillborn or dies 
shortly after birth, 

5-18 Child is bom healthy, 

19-20 Child is bom healthy* plus 
roll on Multiple Births table. 


Multiple Births Table 

d20 result: 

1-19 No additional child, 

20 Additional healthy child is 
bom, plus roll again on this table. 


Modifiers 

• Each parent who came from a 

multiple birth: +1, 

The Twins table should be rolled on 
once for each additional child in a birth. 
Identical twins are always identical to the 
child just before them. 

Example: quadruplets are bom. The roll 
for the second child indicates that it's 
identical to the first. The third child is fra- 
temalj and the fourth is identical to the 
third. The quadruplets are essentially two 
pairs of identical twins. 

Twins Table 

d20 result: 

1-15 Fraternal twins. 

16-20 Identical twins. 

Step 2t Survivah Roll on the following 
tables for each non-player character whose 
life is being charted to see if he or she dies 
some time during the year. Cause of death 


could be anything from a warrior^s death in 
combat to a wotnan^s death from birthing 
complications to falling random victim to a 
fatal disease. No distinction is made here. 
Even the sons and daughters of a player 
character who are actively training to fol¬ 
low in his footsteps should roll on this 
table until such time as they actually go 
out and start adventuring, becoming player 
characters in their own right. 

With high infant mortality being a 
harsh fact of life for folk of all classes* very 
young children have been given their own 
survival table. All other non-player charac¬ 
ters use the standard NPC Survival table, 

Infant Survival Table 

(for childrert age 3 or 
younger) 

d20 result: 

I- 2 Infant dies, 

3-10 Infant is sick but lives, 

II- 20 Infant lives. 
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Modifiers 

• Infant raised by poor family 
(peasants, a poor knight, or oth¬ 
ers in bad but stable economic 
circumstances): -K 

• Infant raised by desperate fami¬ 
ly (in a bandit camp, by an 
impoverished knight, or others in 
poor and unpredictable economic 
circumstances): -2, 

• During time of plague or war: - 
1 to -2, GM*s discretion, 

NPC Survival Table 

d20 result: 

1 Life threatened* Roll on NPC 
death table* 

2-^3 Character is sick or severely 
wounded, but lives* 

4^20 Character lives. 

Modifiers 


• Character is venerable (age 70+): - 
2 * 

• Character gave birth this year: - 
1 * 

• Character involved in warfare 
during the year: -1 to -20 (GM^s 
discretion, or -2 per 5x killed on 
NPCs side), 

• During time of plague: -1 to -4 
at GM*s discretion. 

NPC Death Table 

d20 result 

1-8 Character dies* 

9-20 Character lives. 

Modifiers 

•Character is a child (age 4-14): 
+4* 

• Character is elderly (age 50+): - 

4. 


• Economic status is superlative 
(important nobility or spectacu¬ 
larly successful merchant): +2. 

• Economic status is rich (minor 
nobility or wealthy merchant): 

+ 1 * 

• Economic status is poor: -2, 

• Economic status is desperate: - 

4 . 

• Character involved in warfare 
during the year, during which his 
side was systematically slaugh¬ 
tered (more than 50x losses): -1 
to -10 (GM's discretion}* 

Step 3: Marriages^ This roll should be 
made for each non-player family member 
currently eligible to be married, save for 
the sons and daughters of the player char¬ 
acter* Though it is perfectly workable to 
use the Marriage table for a PC^s offspring 
as well, the player should be allowed to 
arrange the marriages of any or all of them 
through game play if he so desires; arranged 
marriages were not only acceptable in the 
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medieval world, they were the expected 
norm. Rebellious children who actively 
defy their parents* wishes in the matter 
should be few and far between, especially if 
the society is patrilineal. 

The age at which a character is first 
considered marriageable will vary from cub 
ture to culture, but 15'21 is the normal 
range. 

An optional practice which appears on 
this table is chat of concubinage (discussed 
at length in Part I of this article). It is 

assumed that an arrangement of concubi^ 
nage will endure until the man takes a wife 
or another concubine or until one of the 
couple dies. If you use concubinage, keep 
making yearly rolls on this table for the 
man (but not the woman) until something 
happens to terminate the relationship. 

If marriage is indicated for a man with a 
concubine and the couple has already pro¬ 
duced one or more children, there is a 5 in 
20 chance that the man will take his con¬ 
cubine as his wife. Otherwise, his marriage 
will be to somebody else, and the former 
concubine will be free to roll on the Mar¬ 
riage table herself if her life is worth chart¬ 
ing in the campaign. 

Women who are over age 50 or who 
already have children from an actual mar¬ 
riage will not become concubines, 

NPC Marriage Table 

d20 results 

1-14 Character remains unmar¬ 
ried, 

15-16 Character takes or 

becomes a concubine (optional), 

17-20 Character marries. 

Modifiers 

• Character is parents* legal heir: 

+ 2 , 

• Character has children from a 

previous marriage: -2, 

• Character is age 50+: -2, 

To determine the age of a charactePs 
mate: 

a) Start the mate at minimum marriage¬ 
able age. 


b) Roll on the Marriage table, 

c) If rolling for a spouse, if the result is 
marriage, proceed to step e. Otherwise, add 
one year to the spouse's age, then return to 
step b. 

d) If rolling for a union of concubinage, 
if the result is either marriage or “takes or 
becomes concubine”, proceed to step e. 
Otherwise, add one year to the mate's age, 
then return to step b* 

e) Roll a d20* If the die roll is less than 
19, you have determined the mate's age. 
Otherwise, this marriage or concubinage 
was to a previous mate. Proceed to step f, 

f) Roll a d20. If the die roll is a 1 or 2, 
the mate's previous mate dies now — 
return to step b. Otherwise, age the mate 
another year and repeat this step. If these 
steps ever indicate that a man's concubine 
would be older chan 50, ignore the result 
and start over again from the top. 

For added detail, you may, if you wish, 
roll on the Childbirth tables (Step 1) 
and/or the Scandal tables (Step 4) for the 
years of the mate's previous adult life to 
determine if he or she already has children. 
Unless the character taking a mate has an 
active part in actual game play, however, 
this will probably be more headache than 
it's worth. Regardless of whether the clan 
being rolled for is patrilineal or matrilineal, 
children from a mate's previous marriage 
will not be considered members of the clan 
you're generating, 

■ 

Step 4: Scandals- This roll should be 
made for each NPC clan member who is 15 
or older. Ignore the “illegitimate child” 
result for married women and concubines, 
and for anyone in a matrilineal society. In 
the former cases, it's usually impossible to 
cell if a child is illegitimate; in the latter 
case, illegitimacy has no meaning; and in 
both cases, the women involved should 
already have rolled on the childbirth table. 

When an illegitimate child is bom, roll 
again on this table, treating a second “ille¬ 
gitimate child” result as a “no scandal” 
result if the NPC concerned is a woman. 


2-10 No scandal 

j 

11 Illegitimate child bom, 

12 Scandal rumored (optional). 

The “scandal rumored” result is includ¬ 
ed primarily for the sake of Pendragon 
players who wish to use our tables. When 
this result occurs, roll on the Scandal cable 
on page 346 of the Pendragon rules (or 
page 112 of the third edition rules) for 
details. 

Alternately, GMs of any game system 
may use this result as a story hook, indicat¬ 
ing that the NPC has gotten himself into a 
sticky situation and could really use his PC 
relative's help. 

Readers should notice that in some 
cases, if you are disregarding the “scandal 
rumored” result, the only possible outcome 
of a roll on this table would be “no scan¬ 
dal”, When such instances arise, we don't 
encourage you to make the roll unless toss¬ 
ing dice is your only form of exercise, □ 
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2d6 result; 
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T here are many deep and meaningful 
questions that mankind has been ask' 
ing himself for centuries* . * 

”Why are we bom?” 

''Where do we go when we die r 

“Did God create man, or man create God?” 

“What is the purpose of life on earthr 

“Where do my socks go?” 

The list goes on and on* Somewhere, 
down near the bottom, just after “When do 
they cake out the service charges?”, and just 
before, “Why does the drive'thru teller 
have Braille controls?” are two questions*** 

“In my new campaign, how do I justify 
the various characters in my group all hav' 
ing to work together as a team ?" 

* * * and * * « 

“How did my new PCs go from average 
nobodies to steeled adventurers—capable 
of taking an arrow shot through the should 
der and still not spilling their coffee? 
Where did they start?” 

Answering these questions both effec- 
tively and believably, is one of the most 
annoying and time'in tensive problems fac¬ 
ing the GM of a new campaign* 

You could have them all meet at the 
local tavern (as starting adventurers with 
enough scrapes behind them to have gotten 
through that mysterious 1st Level), road- 
weary from their respective travels and 
itching to brag about their new victories; 
but then, every group always has one mav¬ 
erick who does his best to not fit in with 
the party and agree to go on your latest bril¬ 
liant quest. This character always seems to 
have the attitude, “These guys are boxes 
and it sounds like a stupid quest anyway. 
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i'm gonna go steal something and/or get in 
a fight 1” The GM usually has to resort to 
hurling sharply pointed dice across the 
table and saying, "Shut upl You're going!” 

So, unless your party has adventured 
together before {which really doesn't hold 
water if you are starting a fresh campaign) 
or all know each other from childhood 
(unlikely in most scenarios where the 
youngest character is 17 years old and the 
oldest is 580), the GM is forced into a com' 
promising scenario. How do you get all 
these varied personalities started in the 
same direction, and then how do you deveh 
op a lasting bond among them that will 
carry them through the campaign? How do 
you collect them all under a single banner? 
And, if you are starting with adventurers 
fresh off the tree, how do you get them 
started off as a ready team? 

Solving these problems is the main goal 
of this module. O^e of the Rats gets all the 
characters together and whips them into 
(what is sometimes a really interesting and 
unnatural) shape. 

But that's not the important part. In the 
more than twelve years that 1 have been 
gaming, I have uncovered an alarming sta¬ 
tistic: in any group of 10 gamers, 7 of them 
will be “Hack-and'Stashers”. Much thought 
has been put into why this is. Careful study 
has proved that the problem does not reside 
in diminutive reproductive attributes, as 
previously thought. Many gamers, at heart, 
would like to participate in more thought' 
ful, elaborate, mentally challenging cam' 
paigns. Having a player rely on his wits 
over his stats is much mote satisfying to the 
player because he feels like he has actually 
done something when he solves a riddle or 
defeats a puzzle. The character was not the 
reason he was victorious. The player did it. 
By concentrating the adventure on the 
player's cognitive abilities, rather than the 
character's combat scats, “Code of the Rats" 
provides players with a great sense of 
accomplishment at “graduating." 

Yes, that's right, graduating. Code of the 
Rats is the first ever, hands'On college of 
adventuring. It teaches a code of survival, a 
code of adventurers, a code of heroes. To 
defeat Roshia's Gauntlet is to graduate — a 
Rat. To fail is to die. So don't cut any more 
classes... 

Pre-generated characters are provided 
with the module. Code of the Rats is also 
equipped with a tournament scoring sys¬ 
tem, if you happen to enjoy putting your 


players through a little rigorous competi' 
tion. 

What sets this module apart from others 
of its kind is that it can be run with an 
extremely variable number of players of 
extremely varying levels. You,•the 
GameM aster, can throw a zerO'level stable 
hand in with a tenth level superscud and 
they will both have the same chance of sur¬ 
vival. 

Primarily, however, it is designed as a 
starter adventure, taking characters “From 
Spuds to Studs." Simple modifications can 
be made to accommodate more experienced 
characters, although tt requires more syS' 
tern'based adaptation on your part. 

The watchword of the gauntlet is 
“thinking,” and the players will have to do 
a lot of it to escape with their hides intact. 
Read the module thorowgfdy before running it, 
and try to picture each scene in your mind 
as you do. I personally find that doing this 
makes for a much smoother go. 

Have Fun! 

The Gauntlet and your Fantasy 
system; 

The Gauntlet converts easily to any fan¬ 
tasy RPG system because it stresses con' 
cepts that are universal to role playing: life 
and death. Most of the complex is a series 
of traps and puzzles that could occur in any 
system. System differences would be the 
most visible if the adventure relied primari¬ 
ly on monsters, characters or specific spells, 
which it does not. 

There are only four monsters in the 
complex that are combative: Frack the 
ogre, the Killer Tree, Boaseth and the 
Water Beast. Almost every fantasy system 
has examples of similar monsters. All you 
need to do is pull out your books and 
scratch down some statistics for a set of 
similar bug lies. The only important thing to 
remember is that the buglies must be a Jot 
tougher than the party. If the players just go 
through offing everything they see, the 
whole point of the gauntlet (thinking) is 
lost. 

The gauntlet is not a hack-and-slash 
setup. Actually, the purpose is not to fight 
anything at all. 

Who Built tho Gauntlet and 

Why: 


On the world where the Rats campaign 
originally took place, adventurers typically 
congregated into groups who were in turn 
sponsored by a wealthy noble or wizard. 
They then executed the orders of their 
patron under a group name. Some examples 
of group names are; 

Roshia's Rats 

Este van's Warfa Icons 

The Wolfpack (sponsor unknown) 

Malichai's Marauders 

Westwind Enterprises (independent 
adventuring agency) 

p 

Some enchanters and gentry are more 
concerned than others chat their represen- 
tatives behave properly. The Wizardess 
Roshia is an idealist who is very concerned 
about building not just a group of merce¬ 
naries, but a team of heroes. As such, she 
has asked a boon of her late master, Rorja 
(a wizard of immense power), that he build 
for her a testing ground to try the mettle of 
those who would serve her. A test to 
choose adventurers. 

A test to find heroes. 

And so was made the Gauntlet^—to 
teach the Code of the Rats. 

How the Gauntlet works: 

A 

This is a critical section of the modiile! 

1. Lighting: 

Unless otherwise stated, the gauntlet is 
lit by fairy dust. Yes, fairy dust. Several 
hundred pounds of fairy dust were collected 
and incorporated into the paint that lines 
the ceiling. 

The result is a luminescence from above 
that illuminates the halls and rooms with a 
dim but comfortable light. The glowing 
ceiling gives clear illumination out to fif¬ 
teen feet and shadowy, uncertain distinc¬ 
tion out to forty. 

Disclaimer: All of the fairies used in the 
making of this module are higWy trained stunt- 
fdries and only a fevu toere JdUed in its produc¬ 
tion. 

2, Monsters: 

None of the monsters in the gauntlet 
will willingly leave their posts, so wander- 
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ing monster checks are not necessary* The 
creatures under Roshia's employ are not 
particularly hostile to the adventurers* 
They simply carry out their duties as 
ordered by their Lady* 

3. Death in the Gauntlet; 

The gauntlet is not designed simply to 
kill people* It is designed to teach a code of 
conduct and to challenge the adventurers’ 
minds* The maie is highly enchanted with 
magics that the characters will find, quite 
frankly, astonishing* The effect of the 
enchantments is twofold* First, no foreign 
magics will function within its bounds — 
not even the holy magics of priests or the 
mental powers of psionicists* Player spells 
twU not twDrk in the. gauntlet. The second is 
that the entire place is covered by a highly 
complex set of illusion and teleportation 
spells, capable of deceiving even the most 
acute senses of touch, smell and taste* The 
purpose of these spells is to simulate charac¬ 
ter death* The deception is so complete 
that even the affected character cannot tell 
the difference* This will likely be quite a 
shock to the first character who “dies*” 
When a character “dies” the teleportation 
magics will place him, alive and unharmed, 
at the rear of the party — quite likely 
frightening the pants right off the charac¬ 
ters nearest him* in the unfortunate event 
of entire party “death," the magics will 
work to place the entire party back at the 
beginning of the room test where they will 
have to try it again* For best effect, the 
death should be graphically described, right 
down to the character's dying scream* {Tip; 
A fork and brick of wet styrofoam make a 
REALLY heinous noise for impalements*) 

For any given group entering the gaunt- 
let the pseudo-death will occur only 17 
times. After seventeen deaths the hazards of 
the gauntlet become quite real. For exam¬ 
ple, if two characters were going through 
the gauntlet, one could die ten times and 
the other seven before the danger of real 
character death was incurred* Or the ratio 
could be sixteen to one, or seventeen to 
zero, or whatever* The Game Mas ter should 
keep a careful, secret record of the death 
toll, but on no account should the charac¬ 
ters be informed that there is a limit on 
“safe” deaths* The illusory deaths are 
designed to punish the characters every 
time they fail a room* Carelessness does not 
make for good heroes, and only a fool will 
believe that the Gauntlet will be forever 
forgiving* Forgive me if I seem long-winded 


but this is vitally important to the proper 
working of the adventure* 

4. White Feathers: 

These large, white plumes represent 
extra lives. If the party captures a feather 
and carries it with them, the next “death” 
in the presence of the plume will cause it to 
burst into flames and burn to ash* The 
“dead” character is then “resurrected” at no 
cost to the patty’s life tally* Note that the 
feathers are not indestructible* Should the 
party deliberately destroy a feather***well, 
that’s their tough luckl It also really bites to 
be covered in kerosene when that feather 
in your belt lights up — but, hey***the 
Gauntlet is not perfect and life’s not fair, 
eh? 

Tfie /eadiers not resurrect characters 
retroactwely. If the party has used all of 
their “freebies” early and then captures a 
feather, the feather will be expended to 
save existing party members later in the 
Gauntlet* 

5. Theme plaques; 

At the entrance to most room tests is a 
brass plaque, firmly riveted to the wall* In 
some cases the plaque is replaced by a carv¬ 
ing or other inscription, but the purpose of 
each is fairly consistent* The plaques define 
the lesson of each room* If the players fol¬ 
low the lesson of the plaque they should 
live through the test* Not all plaques teach 
a point of the Coder some simply give clues 
to defeating a room* 

6. The Room of Reversal; 

This room is designed to keep the play¬ 
ers thinking* After the room of reversal, all 
the theme plaques are reversed. Now they 
tell the characters how to die, instead of 
how to live* Trust becomes Mistrust, Unity 
becomes Disunity, etc* 

7. Illusions; 

The illusions ifi the Gauntlet are of a 
special variety that carmot be disbelieved* 
Nor can they actually hurt a character* 
They are simple deceptive magics without 
substance* For instance, if a character is 
hurled against the ‘electrified’ grating in 
the room of Reversal, it will doubtlessly 
scare the doo-doo out of them but it will 
not injure them* Whether they originally 
believ^ in the reality of the electricity or 
not, they will not be electrocuted by the 
phantasm. Characters will not be able to 


see through these illusions unless they use 
some method for testing them, such as 
throwing small stones at illusory floors to 
see if the stone falls through, etc* 

8. What not to tell the players; 

Do not tell the players about the pseudo 
deaths or hint to them how the theme 
plaques work* They will quickly figure it 
out on their own, and more power to ’em* 
Telling them the workings of the gauntlet 
will make their quest too easy; just keep ’em 
guessing* 

9. Scoring; 

The score charts in the gauntlet are 
based on a one-player one-action system* 
Award points to individuals by the chart* 
It’s probably easiest to let each player keep 
track of his own score* 

10* Ham it up: 

Game Masters! Here’s your chance to 
describe your players’ deaths to them in 
grisly detail, without being branded a killer 
ref creel Make all the silly sound effects you 
like, scream all you want, and really 
become a part of the action* Players really 
do love that stuff* 

Do warn them beforehand that if you 
start counting on your fingers it does not 
mean that you are mathematicallY chal¬ 
lenged, it means they had better think fast! 

With all this in mind, go to the section 
marked "The Setup" and have a grand 
adventure full of perforations, abrasions, 
lacerations, contusions, multiple fractures, 
deceleration trauma and fun for all! 

The Setup: 

As we said in the GM’s notes, one of the 
more tedious obstacles in the setup of a new 
campaign is uniting all the various charac¬ 
ters under a single banner. We refer to the 
following scenario as the “Guilt by Associa- 
tion" scene* 

It is a known fact that aspiring adven¬ 
turers love to congregate at taverns, inns 
and restaurants* Presumably, this is because 
few of them can cook for themselves; since, 
in most campaigns, the “Portable Camp 
Microwave” has not yet been invented, 
adventurers usually hit the Bar n’ Grille as 
soon as they hit town* 
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The town tn question in this case is the 
village of Salanon. Salanon is a small, quiet 
town, whose inhabitants do not particularly 
care for excitement, news, literature, sports 
or, welL..anything. In fact the name 
Salanon is derived from two old Khendoran 
words, “Sally,” which means "To gather 
together with important purpose," and 
"Anon,” which means "later." 

As the name suggests, Salanon is a town 
that enjoys their apathy. In fact about the 
only thing that gets them riled up is when 
someone disturbs that apathy. 

The Guilt hy Association setup is sim^ 
pie. The Cl'iaracters are strangers. They are 
new things in a town that does not like new 
things. They are outsiders! (insert hostile 
murmuring here). About the only people in 
the town not apathetic enough to leave 
well enough alone with hostile whispering 
is a young man named Lance Boyte (snick' 
er, snicker). Lance is the leader of the 
town's band of local toughs. He also has a 
lovely singing voice. 

Shortly after the group arrives at the 
inn, Lance and his boys will start making 
trouble. They will do so in one of several 
ways. 

1) Trip the barmaid carrying one or 
more of the party*s drinks, causing a nasty 
spill on the best dressed character in the 
group. 

2) Begin making ofTcolor comments 
about someone's questionable parentage. 

3) Begin making overt gestures of affec¬ 
tion at any female members of the group 
(i.c. groping). 

4) Launch into a rousing, loud, and 
exceptionally long version of The Village 
People^s T.M.C.A.” 

Any of these antagonistic devices 
should be adequate to start a fight with 
someone. 

The combat statistics for Lance and his 
boys are not exceptionally important. Just 
make sure they are tough enough to give 
your group a bit of a fight and a heavy prop' 
erty damage bill before they are bludgeoned 
into goo. 

As the fight ends, the sheriff of Salanon 
will arrive on the scene to break things up. 
His name is Carlton Cody and he has 
brought with him the entire Salanon mili¬ 
tia. After all, this is more action than the 
small town of Salanon has seen in years. 


The “outsiders" will be summarily thrown 
in the klinkski. No trial. No questions. 
Welcome to the world of small town law 
enforcement. 

It does not matter if any of the charac' 
ters did not participate in the fight. They 
are all outsiders and therefore they will be 
arrested and charged. Guilt by Association! 

With all of your player characters safely 
locked up in small, lonely rooms together, 
this is a perfect opportunity for them to 
really get aqua in ted. 

Enter the Wizard Estevan; governor of 
the township and county of Salanon. Este- 
van is a wiry man, perhaps in his late thir¬ 
ties, dadc of hair and gray of eye. He is well 
aware of the reputation of Lance Boyle and 
his propensity to sing Village People songs 
at passers by. He will agree wholeheartedly 
that Lance is a jerk and will offer to release 
the entire group without charges. However 
there is the small matter of the*damages to 
the inn.,.. 

He will then offer the group a job. Who¬ 
ever refuses to take the job will have to 
cover the damages to the inn. But he will 
offer both freedom and a tidy sum to the 
ones who will agree to help him I (What a 
guy!) 

Estevan has long been at odds with the 
Wizardess Roshia, who lives in (and gov¬ 
erns) a nearby county. Estevan is a smooth 
beguiler and a model scumwaffle with few 
to no redeeming qualities. Simply for hare's 
sake Estevan will contract the party to 
“...retrieve a precious enchanted chime 
which the most wicked and hateful woman 
has stolen from me.” 

In actuality, Estevan is sending the 
characters on what he knows is an impossi¬ 
ble mission; to break into the home of a 
kind and just lady and tear the place apart 
looking for an item that doesn't even exist! 
The GM can choose to play out the farcical 
break-in in full or simply read the following 
passage to the players! 

W hen your party left the Coton of 
Stdarunif your misston had been fait’- 
ly toeU defined hy Salarwn*s governorf (he 
kindly voizard Estevan, You were to travel 
by horseback to the hamlet of Villano, 
commonly called "Villa Moo'^ by the 
inhabitants of lar^fer cities* Upon yo«r 
arrival you were to seek out the black 
tower of the despicable tc/itch, Roshia. 
Through stealth and cunning you ivere to 
recover from that totter a small platinum 


chime ivith magical runes etched upon it* 
The evil fvitch hod stolen the chime from 
Estevan some days ago. Estevan tvarned 
you that the toornan was very dangerous^ 
and under no circurnstances should you 
allou} yourselves to he caught. 

The offered reward seemed more than 
ample compensation for any danger 
involved, considering the circumstances... 

Things got off on the urong foot imme^ 
diately. To reach the black tower, you 
had to peribusly scale the four'/bot^toU, 
white picket fence and tread the treacher¬ 
ous path through the hedges and flower 
beds to reach the well trimmed inner 
yard. The witches block tower appeared to 
be an elegant but simple manor house 
whose expansive gardens were tastefully 
decorated with fine statuary. You began to 
mistrust Estevan*s character description 
of the Wixardess Roshia when you noticed 
the bird feeders hanging from the front 
porch lamps . 

The sculpture garden was full of 
exquisite^ pleasant statuary, mostly 
depicting forest sprites, athletes and large 
cats. One statue in particular, that of a 
life-sited uyveruj was very realistic. So 
realistic, tn fact, that it began chasing you 
all playfully around the gardens. You and 
the wyvern yelled, screamed, bellowed, 
knocked over statues and trampled rose 
bushes in a joyful, panicked frenty — all 
in all, it was quite a ruckus. 

The lost thing you remember was see¬ 
ing a tall, light-haired tvoman in the door¬ 
way of the manor —she was wearing only 
her nightgown, and did not look pleased. 
From her outstretched hands a bright blue 
light flared and the world seemed to buck¬ 
le beneath your feet... 

The party awakes in the chilly, subter¬ 
ranean entry room of the Gauntlet—^Room 

As the party encounters each area, read 
to them the asscjciated bold, italic text. 

1] Entry Room 

Y ou awake groggily, at first aware only 
of the cold flagstones beneath your 
prone forms. It seems that you are no 
longer in the witch Roshta*s sculpture 
garden, but are in a barren stone room 
with a single brass-handled door of pol¬ 
ished mahogany in the north wall. The 
only other notable feature in this room is a 
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wrought iron spiral staircase in the cen¬ 
ter ^ ascending through a hole in the ceiU 
ing. 

As you quickly take stock of your selff 
immediately/ notice that y/ou are 
devoid of oil ^'our equipment* Not a scrap 
of what you were carrying be/ore remains 
on your person* You are wearing a plain 
robe of tohite cotton, belted at the u/aist 
ivith a thin rope* Attached to the belt- 
rope is a flimsyr but serviceable knife in a 
simple cloth sheath. 

A looman tuifh pale skin and long, 
flowing white hair — perhaps in her mid¬ 
thirties — is standing at the top of the 
stairs* She is clod, head to toe, in blocks 
The scowl she casts in your direction 
makes you think of a lot of places you 
would rather be. 

"You needn^t try to explain your* 
selves-” she says- "I know who you are 
and why you've come skulking into my 
house- You would fain call yourselves, 
'adventurers-' 'Thieves and cutthroats,' is 
fat more appropriate. Reason told me I 
should have killed you on sight, as intrud¬ 
ers to my demesne- I'd have been com¬ 
pletely justified, 

"However, 1 suspect that my fahem) 
esteemed colleague has deceived you as to 
my motives — so I shall give you a chance 
to redeem yourselves*” She points- 
“Through that door is my gauntlet. It is a 
rife of passage — to teach and test- If you 
can get out of it alive, it shall prove to me 
that you are (perhaps) worth keeping 
around. Should you survive, I shall not 
only give you your leave, but shall also 
take you under my proverbial wing- 
Should you choose to accept, 1 shall be 
your sponsor. That is your choice- The 
matter of your going in there, however, is 
not open to discussion — though I sin¬ 
cerely wish you the best of luck,” 

Looking a bit forlorn, the wi?:ardess 
Roshia draws a heavy sigh, “Now get in 
there, and for both our sakes, please do 
try to leam something*^* 

As Roshia leaves, a massive stone plug 
settles itself over the hole, sealing you in- 

GameMaster: 

The stone plug is immovable* The only 
egress is the door in the north wall. It is 
here that the players will probably discover, 
much CO their chagrin, that their magic, 
and neanmagical abilities, do not function* 


Unless otherwise stated, all the doors in the 
Gauntlet are similar to this one: a finely 
polished, mahogany portal with an ellipti¬ 
cal brass knob, TTie hinges of all the doors 
are strongly riveted, so that the doors may 
not be removed* 1 am constantly amazed at 
the number of players who inquire about 
the specifics on doorknobs. 

Other than the above description, the 

room is totally bland* The door in the 
north wall opens easily, on well-oiled 
hinges* Characters able to mundanely sense 
their approximate depth underground will 
feel as though they are about 200' down* 

Score Chart 

(no score possible in this room) 

2] The Room of Abstinence 

T he door to this room stands partially 
open. A brass plaque affixed to the 
door reads, "ABSTINENCE: to my dear 
friend, Carnalla, whose lust for wealth 
destroyed her at the hands of the ores of 
Wiltowgrove- May your soul rest forever in 
peace, my friend*^* 

The door opens into a ten foot wide 
hallway running perhaps forty feet. It 
ends in a thirty-foot by thirty-foot room. 
The floor of this room is glassy smooth and 
slopes steeply down to the wall at your 
right. A forest of yard-long metal spikes 
jut from this wall in a malevolent moss of 
certain death to anyone falling into them- 
They drip with a caustic-looking green 
ichor. 

Directly in front of you, a five-foot 
wide, railed catwalk of wrought iron runs 
above the sloping floor to a small landing 
on the far side of the room. On this land¬ 



ing is a pedestal, and on the pedestal is a 
huge bar of gold bullion. The gold shines 
even in the dim light of the ceiling*s glow. 

GameMaster: 

Any character proceeding more than 
ten feet onto the catwalk will trigger the 
trap. The catwalk will collapse, folding sud¬ 
denly down to touch the sloping floor on 
the right-hand side. Now, normally this 
would not be a problem: a dirt-diving 
adventurer would easily catch himself on 
the seemingly solid rail of the catwalk* 
Therein lies the catch! The rail is an illu¬ 
sion — characters fall right through it and 
slide directly into the spikes* (“Oops! Holy 
aerated adventurers, Batman!” ) 

The character 'dies' on the spikes and 
reappears, gasping and trembling (perhaps 
even vomiting) behind the last member of 
the party. 

The gold bullion is actually just a paint¬ 
ed brick and is bolted to the pedestal* Since 
the catwalk is floored with a fine metal 
grating (just a bit too fine to get one's fin¬ 
gers through), it might be possible for a 
quick-thinking adventurer, rolling really 
well on his initiative, to drive the point of 
his knife through the grating and arrest his 
fall. Knives used In this unorthodox man¬ 
ner tend to snap off unless they make a sav¬ 
ing throw of 13 or better on a twenty-sided 
die. 

The catwalk slowly rights itself after 
each dumping* 

Score Chart 

+5 For any player safely testing the 
catwalk for traps / illusions* 

+5 For first player to show that he 
has grasped the room's meaning. “Hey guys, 
the plaque says 'Abstinence,' maybe we'd 
better just leave it be." 

+5 For best role player. 

+3 For any player moving to skip the 
room entirely* 

+2 For any player suggesting a safety 
rope (possibly made from cannibalized 
robes or belts). 

-10 For dying in this area (in the 
Gauntlet, negative scores are quite accept¬ 
able). 
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and an elegant set of mechanics to define 
characters and actions, mechanics that 
become transparent during play, Dl.B is 
one of those games.” 

Lester Smith, Dragon Magazine 

"If you're looking for something different 
in a hon'or RPG and love The X-Files, 1 
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3) The Room of Peace 

T he door to tHis area is wide open and 
loo^5 into a 30' iong hallufay with a 
similar, closed door at the far end, A 
brass plaque on the inner door simply 
reads “Peace/' 

GameMaster: 

How much the characters actually see of 
this room depends on how quietly they 
approach the inner door. The room of 
Peace is the home of Frack, who doesn't 
know many words, but if he did, “peace” 
would not be among them. Frack is about T 
tall, 350 pounds, and no brains. He has 
stringy, greasy, black hair (all over his 
body), four-inch tusks and grungy finger- 
naib that are similar to the blades on a 
modern rocksaw. For clothing he wears a 
ratty leather kilt which quite possibly 
smells worse than he does. In his matted 
hair is a greasy but definitely white /eadier. 
The feather glows with a dim, magical 
light. In brack's bony-knuckled hand is a 
human thighbone, gnawed to a ragged 
point by his own hideous teeth. 

Frack knows his ordersi He may rage and 
roar and growl and scream at the adventur¬ 
ers all he likes, but he may not attack any¬ 
one — until someone brings a weapon (i.e. 
a knife) into his room. 

if this happens he will viciously attempt 
to impale the offending character on his 
thighbone and chase the rest of them all 
the way back out to the main hallway. He 
is not permitted to pursue further than the 
outer door. When he has chased the adveti' 
turers off, he will return to his room. 

If any character asks him nicely for the 
feather, he is to hand it over without a fuss. 


Frack is an ogre. 

If the party makes an effort to approach 
the inner door silently they will catch Frack 
snoozing. It is possible to steal the feather 

from his hair while he sleeps. Frack is a 
light sleeper. 

if you happen to be playing with excep¬ 
tionally powerful characters, you may wish 

to magnify brack's statistics to give him a 
better chance, should a fight ensue. 

Score Chart 

+5 For politely asking Frack for the 
pretty feather. 

+5 For best role player. 

+4 Fur stealing the feather from 
Frack's hair. 

+2 For suggesting to approach the 
inner door quietly. 

-3 For entering the room with a 
weapon and being chased out. 

-10 For entering the room with a 
weapon and being killed. 

- 11 For anyone performing an unpro¬ 

voked attack on Frack. 

41 The Room of Forethought 

I ^his room has no door. Instead, a sim¬ 
ple brass plaque is mounted on the 
north toall of the possageivay leading to 
the chamber. The plaque reads, “Fore¬ 
thought/' The room itself is totally ber^ 
of fixtures except for a 10-foot diameter 
metal hoop, elevated parallel to the ftoor, 
four feet up, by four metal legs. In the 
middle of the hoop is a round piece of 
leather, stretched tight by several score of 
small springs. The springs are spaced at 


equal intervals around the inside of the 
hoop* Here, the ceiling is noticeably high¬ 
er than in the rest of the complex; perhaps 
13, maybe 15 feet high* 

GameMaster: 

The above is a layman's description of a 
trampoline. If you consult your map con¬ 
cerning this room, you will notice a dotted 
circle in the center of the room. This is not 
the trampoline, but the illusion-covered 
hole in the ceiling above it. Using the 
trampoline, the characters may bounce up 
through the hole and grab the edge of the 
S' wide ledge surrounding it. From the 
ledge, the characters may stroll over to the 
passageway in the north wall and proceed 
to the room of Reversal. 

Pretty simple, right? Not reatly: Sus¬ 
pended from a metal bar hanging down 
from the ceiling is a six-foot diameter metal 
plate. The plate hangs down above the hole 
to a level about a foot above the covering 
illusion. Tliis plate is a trigger which, when 
hit from below by even a little pressure, 
causes the release of a 300 lb. stone block. 
The block is housed in a silo not shown on 
the map. Tied to this block is a strong rope 
which enters a slot in the ledge through a 
small hole. The rope circumscribes the hole 
to the upper level and is tied into a noose. 

The effect? When a character bounces 
up though the hole, he hits his head on the 
trigger, causing the rope to snap tight 
around his neck. The three-hundred pound 
block is brought to an abrupt halt as the 
character's neck is instantly snapped 
against the stone ledge. The victim then 
dangles limply from the hole with his head 
apparently stuck thtough the ceiling. After 
a short time, the trap resets itself, releasing 
the victim to land with a meaty thud on 
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the stone floor below. A grim teacher for 
the lesson of forethought. 

The GM should give the player a fe\v 
subtle hints of what is to come. It will prob¬ 
ably take a few bounces on the trampoline 
for intrepid adventurers to get thctr heads 
up through the illusion, so well start our 
bounce count on the first bounce on which 
the character can glimpse the room above. 
On each of these bounces, tell the charac¬ 
ter what he sees, remembering of course, 
that the descriptions should be skimpy and 
unsure, due to the short viewing rime of the 
room above. Here's an example of how it 

should work: 

Bounce ^l: "‘You could only see for a 
second, but it looked like there’s a room up 
there with a ledge going around it. The 
hole is about ten feet around and has a 
brown stripe running around it." 

Bounce ^2: "Yes, it’s definitely a rope, 
recessed into a slit in the ledge. For some 
reason the ceiling seemed really low up 
there — maybe just an effect of the illu- 

Sion--* 

Bounce #3: If the character hasn’t taken 
action by now, such as leaping for the 
ledge, stopping his bouncing, or feeling 
above for the trigger {which would close 
the noose painfully, but harmlessly, on his 
arm) then he deserves what he gets. 

How does this room demand fore¬ 
thought? It takes forethought to think, 
"Hey, maybe there's a bad nasty something- 
or-other waiting up there for my head to 
pop up, so It can turn my skull into a fine 
red paste!" as opposed to jumping up there 
to look around. The simple forethouglit of 
probing ahead with one's arm is sufficient 
to get through this room alive. 

It is possible to salvage about thirty feet 
of rope by severing it right where it enters 
the room. The trampoline is securely bolted 
to the flot^tr. 

Score Chart 

+5 For feeling above while jumping 
(and thus avoiding the trap). 

+ 5 For best role player 

+ 3 For test i ng the cei 1 ing fo r i I lus i ons 

(and thus finding one). 

+3 For any character thinking to sal¬ 
vage the rope by disabling the trap. 

'4 For mutilating the trampoline. 


-10 For dying in this room, 

SlPitttaii 

GameMaster: 

This is a common pit trap with a secret 
trap door that drops the first character 
walking across it into an 80 foot pit. The 
bottom is a pool of concentrated acid. (Just 
for all you silly martial arts-types who think 
you can fall infinite distances without get¬ 
ting hiirt — suck on that one buddy!) 

A plaque with glowing letters (so that it 
may be read easily from the top of the pit) 
is affixed to the north wall, ten feet below 
the trapdoor. It reads, “Just to keep you on 
your toes." It b a simple matter to circum¬ 
vent the pit trap by hugging the wall and 
stepping around the pit’s southeast comer. 
Tlie pit slowly resets itself after each dump¬ 
ing. 

Score Chart 

-10 For dying only if pit had been pre¬ 
viously discovered. It’s happened — they do 
forget. 

G] Wohws a Sheep 

fine mofiogany door sports a brass 
I pkujiie that reads, "Betvare of M?oIves 
in sheep's clothing*" 

TIDankaDark 

F ive feet doum this donk, cool pas$age- 
way is a brass plaque that reads, 
“Humor*” About ten feet further down is 
another labeled, "Wisdom,” 

8) Room of Humor & Wisdom 

A s you exit the dampness of the pos^ 
sogeuJi^ behind you, the air becomes 
both fresher and warmer, A gentle breete 
blotos through your hair and the mingled 
scents of sweet flowers caress your nos^ 
trils- Bird songs drift liltingly over the 
lush hedges as the summer sun purges the 
chill from your body. You seem to be 
standing somewhere outside Roshia's 
estate, at about noon on a summer day* 
Or perhaps you are somewhere udthin her 
expans we gardens, but the sights and 
sounds give no clue as to your specific 
location. The mountains, vegetation and 
climate all indicate that you are not far 
from Villano, but you cannot place exactly 


where. Around you is a garden of thick, 
robust, nine-foot tall rose hedges in full 
bloom, 

A path of fine, white gravel leads from 
the doorway (which Hangs eerily in the air 
behind you) to a towering, ancient oak 
tree, staruling alone in the center of the 
garden* About ten feet down the path 
from you, two branch paths meander off 
through the rose hedges* One goes to the 
left, and one to the right. Next to the left 
path is a short, wooden sign, carved to 
say, "DANQER! Man Eating Howers!” 

Just before the right hand path is a simi¬ 
lar sign reading, "DANQERJ Woman 
Eating Flowers!” 



GameMaster: 

If the party proceeds down the left path, 
they wilt find exactly what the sign indicat¬ 
ed — a man eating flowers. He appears to 
be a green-skinned elf, clad only in a kilt 
made from fresh, green leaves. A wreath of 
braided flowers rest on his head. Ignoring 
all else, he is blissfully plucking the red 
blossoms from the hedges around him and 
devouring them, petal by succulent petal. 
At his feet is a sealed bone scroll tube. The 
sprite is not hostile in the least. He is, how¬ 
ever, mute, and has nearly vegetable intelli¬ 
gence. He will in no way hinder the players 
from capturing the scroll tube. The sprite is 
pleasant and friendly. He will silently offer 
the characters some roses to eat. 

Yes, this clearing does have a man eat¬ 
ing flowers. It also has danger; a point your 
players are likely to forget. The scroll tube 
contains an exquisite painting of a bouquet 
of white roses. The painting is cursed: any 
character looking upon it will be instantly 
transformed into a bouquet of white roses 
— just like the one on the scroll. 
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The sprite is just wild about white roses 
{having eaten only red ones for so long} 
and will snatch up the character, lightning 
quick, and devour him. Provided that the 



party has lives remaining, characters killed 
in this fashion will reappear at the interseC' 
tion of the paths. 

The situation down the other path is 
similar. The roses of the “Woman Eating 
Flowers” side are white. Instead of a male 
sprite, this clearing contains a female sprite. 
The scroll changes characters into a bou¬ 
quet of red roses. Like her brother, she will 
devour transformed characters almost 
instantly. Again, killed characters should 
hopefully return at the intersection of the 
paths. Characters saved by their quick¬ 
thinking partners before they can be 
devoured, take a few minutes to wilt before 

they are considered dead. 

The scrolls work only once and their 
magic is destroyed if they are taken from 
the room. Tfie curse does not work on veg¬ 
etable Ufe forms. If the sprites are attacked 
they will retreat by melding into the thorny 
hedges, where the characters cannot follow. 


outdoor scenery all just an elaborate illu¬ 
sion, The room is as it appears on your map. 
Sorry, adventurers, no shortcuts. 

Score Chart 

+7 For correctly answering the rid- 



+5 For best role player. 

+2 For anyone proposing that the 

outdoor scene is an illusion, 

-3 For unnecessary vandalibation of 
bushes. 

'3 For smarting off to the oak tree 
{and acquiring a sizable lump on the head), 

-10 For incorrect answer to the riddle 
{splat i), 

-15 For unprovoked attack on the 
sprites. 




The oak tree in the center of the room 
is sentient, as well as being very old, very 
intelligent and very hostile. He also has 
some magical control over the rose bushes. 
The tree is nasty-tempered, foul-mouthed 
and resents on sight anything that he 
encounters. If a member of the party 
approaches him, he will command the 
hedges to silently move in and close off the 
exit. Then after gratuitously insulting and 
threatening the party, he will ask them a 
riddle. He will gruffly instmet that only one 
person answer at a time, 

A wrong answer is just what this guy 
wants to hear. If a wrong answer is given, 
he will vigorously swat the answer-giver 
dead with a thick, gnarled limb (of which 
he has plenty for everyone). If a more pow¬ 
erful character happens to take several 
swats, well,,,so much the better. If he is 
given a correct answer he will order the 
hedges to allow the group to leave. These 
are the rules he is forced to abide by. Oth¬ 
erwise he would just swat the puny flesh- 
creatures into fertilizer and call it an. 

The Riddle Of The Tree: 

“Standing against the wind and sun 
I make the homes of Man, 

I shelter the poor and slay the strong. 
With gut and steel at hand,” 

The correct answer is 'Wood,” or “Tree," 

Should the characters start digging 
through the foliage in an attempt to escape 
the gauntlet, they will discover that the 


-15 For attacking the tree {and being 
killed in self-defense), 

91 The Room of Caution 

pLujue before this room is set into the 
north twUl of the archtwiy leading to ^ 
it. The plaque reads, “Cotttion." ^ 

■y.’ 

The room itself is nothing more than a ^ 
30^ section of widened hallway# Two j 
heai/y# sharp blades pTOtrude down < 
through the ceiling throiigh a narrow slit. | 
They swing bock and forth wdth a scissor* k 
ing motion, hissing softly against each | 
other os they pass* X 

At the outward end of their cycle they | 
come a hoirsbreodth from the walls. They i 
pass each other in the center of the pas- f 
sageway about once every second# ^ 



I 

\ 
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GameMasten 

The blades are a legitimate trapi and 
while they are very sharp, there is nothing 
magical or illusory about them,* Tell the 
players that it seems quite probable that, 
with a well-timed jump, one could pass eas¬ 
ily between them unharmed* 

The hidden danger is the illusion-cov¬ 
ered pit just on the other side of them. A 
character might feel really smug about tim¬ 
ing his leap through the blades — as he 
apparently plummets through the solid 
floor, to fall over 100' into a shallow pool of 

concentrated acid* 

The pit is not impassable, however* 
Along the right-hand wall is a foot-wide 
ledge of safe floor, distinguishable from the 
illusion only by feel. Due to the angle of 
the blades, swinging from their unseen 
pivot, they are not long enough to reach 
the floor as they approach the wall. Brave 
characters can crawl across the ledge, under 
the blades, or they may take the easier 
option of sidestepping down the ledge, 
careful to avoid the blades. 



''Wait a minute! We only lost two, not 
four!” 

Be certain to mention the number on 
the plaque as they pass it again '— it's cru¬ 
cial that they at least get a fair shot at figur¬ 
ing this one out. 


Score Chart 

+ 10 For character figuring out how 
many lives the party actually has remain¬ 


an “x.” This marks a pressure plate in the 
floor. When a character steps on the plate, 
a panel in the ceiling, at the top of the 
slope, will slide silently open and drop a 
huge stone roller clamorously into the hall¬ 
way. 

The roller fills the entire passageway 
and weighs several tons* As it slowly begins 
to roll down coward the characters it should 
elicit a mad stampede toward area 12. 

121 Mud-Hlled Room 

A s you sprint desperately toward the 
archtvay of this room, you notice, 
much to your dismay, that it is completely 
dark* From the meager light of the pas¬ 
sageway, you can only tell that it widens 
out considerably beyond the arch. 

GameMasten 

It is important at this point to make the 
characters think and act quickly* Hold up 
your fingers, counting out seconds, giving 
each character three seconds to act. If they 
pause longer than that, make the appropri¬ 
ate crunching noises and adjust the life 


Score Chart 

+3 For suggesting there may be dan¬ 
ger other than the apparent* 

+3 For finding the pit in a safe man¬ 
ner* 

+3 For finding the ledge. 

-10 For leaping blithely into the pit. 

+5 For best role player* 

ioi The lode naaue 

GameMjster; 

No player description is given for this 
area due to its highly variable nature. There 
is a simple brass plaque, mounted on the 
north side of the passageway* It is a magical 
counter for the party's remaining lives* 

Unfortunately, due to a rather blatant 
and deliberate design flaw, it always reads 
double the patty's actual number of lives* If 
the party happens to have 14 lives left, the 
plaque will read, “Lives remaining — 28*” If 
the characters lose lives in the rooms of 
Consistency or Questioning (and IVe never 
seen a group where at least one person 
didn't get greased in there) they should 
notice, as they return up the hall, that the 
plaque's mathematics aren't quite right. 


ing. 

11] The Hall ol Consistency 

long the north wall of this uncomfort¬ 
ably dim hallway is a huge brass 
plaque* The plaque is three feet toll and 
over fifteen feet long* In huge, clearly 
carved letters it reads, ^'Consistency.” It 
is too dark to see very far ahead, but you 
can tell that the passage slopes signi/i- 
canfly downward* 

GameMaster: 

Looking at the map of this hallway, you 
will notice a 10' by 10' square marked with 


total accordingly* 

The first reaction of most players will be 
to leap around the comer, out of the way of 
the roller. On your map of this room, there 
is a ten-foot wide, safe pathway across the 
room. The shaded areas represent quick¬ 
sand. Woe to those who leapt off the path, 
for they shall die most ickily. 

The darkness shrouding the room is 
magical and confounds even the most 
refined magical sight* Characters will not 
be able to see the exit to this room until 
they are through it: they must make their 
way totally blind* Those fortunate enough 
to come zooming out the other side of this 
room will soon discover that the roller has 
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mysteriously vanished (it fell off into the 
bog). The roller trap is only functional 
once before a new roller must be installed. 

Score Chart 

-10 For testing the roller for illusion 
(Goosh! Yupj it's real), 

+7 For running straight through the 
darkened room, 

-10 For suffocating in quicksand, 

+5 For best role player, 

13) Tlie Room of Quo^onlng 

T his plairif 20* by 30* room appears 
totally empty f save for a heavy iron key 
resting the tuoU — direc of)po- 

site the doorway^ Just outside the arch- 
%vay is a brass plaque readingf "Question¬ 
ing, ** 

GameMaster: 

The pit directly before the door is cov¬ 
ered by an illusion of normal floor. The pit 
is only 15' deep, but the bottom 5' is filled 
with concentrated acid, {My, my, but that 
stuff seems to be popular around here,) 
Whoever falls for this one deserves what 
they get. The key opens the portcullis {area 
14) to the room of Reversal, 

f 


Score Chart 

+3 For safely discovering the pit 
For retrieving the key 

'10 For dying by falling through the 
illusion 

■ 

'15 For dying by falling through a 
revealed illusion (bonehead! ) 

-20 For dropping the key in the acid 
(Roshia wilt have to send them a new 
onCi,,morons. This was actually done in 
playtescing, if you can believe it), 

14) The PortculDs 

A'head of youj blocking off the holiioay, 
a heavy iron portcullis. It looks very 
secure. Set into the right-hand tooll is an 
iron-trimmed keyhole. From beyond the 
portcullis you can hear the crackle and 
hiss of pou^erful electricity. The faint 
smell of otone ivafts to your nostrils and 
blue flashes are sporadically visible far 
doum the hoU, 


GameMaster: 

The key to this portal is in room 13. 
When the key is turned, the portcullis will 
slide slowly into the ceiling, allowing the 
characters to pass. 

Score Chart 

(no score possible here) 

15) Tlie Room of Reversal 

T his 40' by 40' room is marked by a 
plaque on the north side of the pos- 
sogetvay, and it reads, simply, "Rever¬ 
sal. The room's walls and ceiling have a 
wide metal mesh bolted to them, much 
like modem chain-link fencing. Held four 
inches from the room's basic stone con¬ 
struction by red-hot copper bolts, the 
mesh crackles and spits udth tiny but vio¬ 
lent lightning strikes. The odor of ozone 
hangs heavy in the damp, stdl air. 

Hxacdy in the center of the room is a 
two-foot wide, four-foot tall stone pillar, 
upon which rests a golden di^gger. There 
are no apparent exits to this room. 

GameMaster: 

The plaque to this room says, ^‘Rever¬ 
sal,and it's a cinch that someone is going 
to try for the shortcut by reversing the 
plaque. While this serves no real purpose, it 
does show creative thinking on the part of 
the player. If the plaque is tested for secret 
mechanisms, it will be found to be mounted 
on a swivel. It may be flipped over so that 
its other side may be viewed. The other side 
says, “Not correct, but good thinking any¬ 
way,” Just beneath this message are a pair of 
brass clips holding a white feather. 



The room of Reversal is just that, in a 
very literal sense. The powerful electricity 
arcing from the mesh on the walls is illuso¬ 
ry, The ozone smell, however, is not. That 
odor is coining from the (apparently safe) 
supercharged floor* That which appears 
dangerous is safe. That which appears safe 
is lethal. 

Any objects placed on the floor; bits of 
cloth, wood, metal, rope and flesh, will fry 
and die almost instantly. The metal mesh- 
work along the walls and ceiling is quite 
safe to climb on — strenuous though it may 
be. The room's center pedestal is not 
charged. 

The pedestal itself can only withstand 
25 lbs, of pressure before sinking rapidly 
down to floor level, Tfiis action opens eke 
secret door across tfie room, and sets up a 
potentially comical situation. If the charac¬ 
ter is now too short to reach the ceiling, 
the GameMaster may have some fun 
watchir^ the character traverse the electri¬ 
fied floor — by dangling from the legs of 
some charitable strong-arm. Some of the 
problems with this mode of transport 
include: tired hands, sagging meshwork and 
flimsy cloth robes being tom forcibly off by 
the weight of desperately clinging, former 
pedestal-jumpers. It could be amusing. 
Ability checks should abound. 

When the players retrieve the dagger, 
inform them that the words, “This knife 
cuts only gold,” are inscribed on the blade. 
It's true* The golden dagger does cut gold as 
though it were butter — but it does a pretty 

good job on flesh too. Characters will very 
likely discover exactly how well the knife 
cuts flesh in the room of Trust* 


Score Chart 

+5 For testing the walls and floor for 
electricity,, .safety, that is, 

+5 For player retrieving the golden 
dagger. 

-8 For destroying the dagger on the 
electrified floor, 

-10 For dying in this room* 

_ _ ■ 

+7 For best role p laye r, 

16) The Room of Trust 

T he plaque on this open door says, 
"Trust." Inside is a massive Iron chair 
with chains falso of heavy black iron) 
attached to its armrests and front legs. 
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Manacled to the cfiaiV by these chains ts a 
hugely musciedj snaggle'toothedj green- 
sfcttmed refjtiUan humanoid* The chtivs on 
his ioebbed hands and feet appear to have 
been filed to blunt harmlessness* The 
chains on his wrists and ankles give him 
only about a foot of mobility with each 


Ihnb* Yellow, slitted eyes widen at your 
approach* 


GameMaster: 

Sincej iifter the Reversal room, all the 
plaques reverse their meanings, the real 
theme to this room is Mistrust. This should 
be a learning experience for the party. The 
chair is authentic iron and is securely bolt¬ 
ed to the floor. The chains and manacles, 
however, are solid gold — only painted to 
look like iron. The monster's name is 

Boaseth: he is a master of vocal mimicry. 

■ 

When Boaseth spies the party, he will 
kx)k immediately for the gold dagger. Upon 
seeing it, he will give n stunningly authen¬ 
tic puppy-dog whine and beckon to the 
character carrying the precious trinket. 
Without actually speaking, Boaseth wilt do 
his absolute best to beg or borrow the gold¬ 
en dagger from the party. He will whimper. 
He will whine. He will cry (crocodile 
tears). He will rattle his chains pathetically. 
If questioned, he will only shrug and nod 
his head in response to queries. 

The instant he gets the dagger in his 
hand, the reptile will, in one murderously 
fluid irujtion, slash the chain on his knife 
hand and bury the golden blade pommel- 
deep in his benefactor's throat. He will 
then fully free himself and go after the rest 
of the party. Killing people is not some¬ 
thing he enjoys, but he knows his duty. He 
may not pursue I he characters farther than 
the door. 


The ideal solution is to mistrust Boaseth 
and leave him right where he is. 

Very little is known of Boaseth's race. 
He is a member of a very warlike, tribal 
society called the Gorata, native to the jun¬ 
gles far to the south. After his tribe was 
destroyed, he was found, and adopted, by 
Roshia, His education was rapid and 
intense — schooling him in the ways of 
human society. In addition to being an 
exceptional knifeman (knifebeing), he is 

also highly educated, literate, and fluent in 
several languages. His normal duty is to 
guard Roshta's magical laboratory. He is 
very grateful for his treatment at the hands 
of Roshia and will fight to the death to pro¬ 
tect her. 


Score Chart 

+5 For first player who notes the sig- 
nificance of the reversed plaque and 
deduces the room's true meaning. This 
score is available even if the player does not 
notice the reversal of themes until several 
rooms later (if he lives that long). 

'♦■5 For scraping Boaseth's chains to 
reveal their gold construction. 

-10 For attempting to slay the help¬ 
less prisoner. 

-5 For attempting to fight Boaseth 
after he is freed. 

-10 For player giving him the'gold 
dagger (i. e., dying), 

+5 For best role player. 

Note: If the party abandons the gold 
dagger in the room (likely), Boaseth will 
open the door a crack and hand it out to 
them. “Dreadfully sorry," he will say. When 
his role is complete, he will return to his 
chair and await further orders from Roshia. 
He can tell the party nothing of what lies 
ahead. 

I 

171 The Room of Power 

T ^his 30' by 30' roam is dominated by 
four bronze statues. The statues are 
realistic renderings of heavily armored 
knights, standing in salute* They are larg¬ 
er than li/e-si^ed; about seven feet tall 
each* Their four swords are dratvn and 
held aloft to touch their needle-sbarl^ 
points in the center of the room. Beneath 
the raised points of the stvords is a simple 
but elegant marble pedestal ivith a purple 
velvet cushion* Upfm the cushion rests a 


brilliantly sparkling crystal croton* The 
floor in this area is not congruous with the 
rest of the complex you*ve seen so far* 
Instead of plain stone, it is tiled in thou¬ 
sands of inch-ivide blue hexagons. It looks 
to be a very expensive job. The plaque set 
into the door of this room reads, 'Tower.” 

Another door is set into the opposite 
tvoU* It is qf heavy wooden construction, 
banded in iron. It looks veiy sturdy, 

GameMaster: 

Since the plaques are reversed, the 
theme to this room is Powerlessness. The 
door in the south wall is securely locked 
and will open only after the room test has 
been passed or failed. Should a character 
approach the pedestal, the room's dweomer 
will be activated. 

When a character first approaches the 
crown, two things will happen. First, a ring 
of tiles surrounding the pedestal will rise up 
out of the floor. The tiles are actually caps, 
used to conceal a ring of iron ban. The bars 
extend from the floor to ceiling, forming a 
fine, circular cage around the pedestal- 
trapping the character closest to the crown, 
At'that point, the four bronze statues wilt 
animate, dropping from their salute stances 
into poised fighting stances. There the stat¬ 
ues will freeze, waiting for the character to 
act. 

Two courses of action wilt affect the 
statues. One is smashing the crystal crown. 
This will drop the cage and cause the stat¬ 
ues to resume their normal positions. Ac 
that point, the door in the south wall will 
open to allow the characters to proceed. If, 
however, the character places the crown 
upon his head, the statues will animate 
again. In turn, each statue will attack the 
trapped character through the bars of the 
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cage. There is no place to run and little 
room to dodge, so it is only a short matter 
of time before the statue impales the victim 
on it*s blade* T/ie teleport Tmgics common to 
the gauntlet not remove c/ie character from 
the cage! After all four statues have killed 
the character once, the cage will drop and 
the and the statues will return to their nor¬ 
mal formation* The south door will then 
open and allow the group to proceed. 

In the byst erical fracas, the crystal 
crown is about 100% likely to be smashed 
to bits. When it breaks, its sparkling frag¬ 
ments will be bathed in blood* It's a nice 
special effect — it does not have to be the 
character's blood: it just appears there. 

Being stuck in that cage will be a hellish 
experience for the victim and his comrades 
both. Four times will he be slain, only to 
awake again to the nightmare pain and ter¬ 
ror of another deadly thrust; outside the 
cage, his friends can only watch helplessly 
as the screams of their dying friend wrack 
them to the very marrow of their frozen 
bones. (Ooo* Waxing poetic, are we?) 

Four lives lost to the dream of Power* 

Score Chart 

+ 10 For smashing the crystal crown. 

-10 For dying in this room (not 
cumulative)* 

18] The Room of Disunity 

U pon the plaque mounted to the door of 
this room is the Uford **Disunity/^ The 
floor of the room itself appears to he a per¬ 
fect equilateral triangle, 60' on a side* 
The ceiling is at least 80' up* 


In the room^s center is a triangular 
stone pedestal, about 5' on a side* It too, 
h an equilateral triangle, but is oriented 
exactly opposite the lay of the room* The 
top of the pedestal is set with a pattern of 
shallow indentations, each holding a fea¬ 
tureless brass coin^ 

GameMaster: 

The coins and indentations are a com¬ 
mon logic puzzle* In fact, you may have 
seen one like it yourself, initially, players 
may remove any coin from its recess* To 
remove coins after the initial one, however, 
players must use an adjacent coin to ‘jump* 
the coin they wish to remove* Jumps must 
be in a straight line and,only one coin may 
be jumped at a time* The purpose of the 
exercise is to have only one coin left on the 
board at the end* 

For the characters, the end may not be 
very far off* When the first coin is touched, 
the door wilt slam shut, sealing the charac¬ 
ters in the room* Then, three large holes 
will open in the comers of the ceiling and 
torrents of white sand will begin pouring 
into the room* 


Hand the players a copy of the Disunity 
puzzle diagram provided, and allow them 
ten minutes to solve the puzzle* After that, 
assume that the sand has covered the 
pedestal, leaving all in the room to be 
buried alive* 

After a coin has been legally removed 
from its recess it may not be replaced* It 
will leap forcibly from its indentation if this 
is attempted* If a coin is removed illegally* 
it will forcibly leap back into place* 

This is a difficult puzzle to solve* It is 
also an elaborate red herring. Solving the 
puzzle will avail the characters nothing. 
Hopefully, they have figured out that the 
plaques are lying to them and will know the 
true theme of the room to be Unity* 

As it happens, the pedestal is mounted 
upon a swivel* If the pedestal is rotated 180 
degrees, the sand will cease to fall* When 
the pedestal is aligned with the lay of the 
room (i.e* when their positions are unified)^ 
it will begin to extend toward the ceiling, 
becoming a tall, triangular shaft. It will rise 
all he way up to touch the ceiling* Woe to 
anyone standing on top of it* (Squish!) 



Disunity Room Puzzle 
(Some Assembly Required) 
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As the shaft rises into the room, expos- 
ing more of its length, the characters will 
see that it has a narrow door in its side. 
When the top of the shaft touches the ceil¬ 
ings the doorway will be aligned perfectly at 
floor level. 

Inside the shaft is a ladder descending 
100' into the darkened hallway below. 

Score Chart 

+3 For first player to figure out how' 
the puzzle works. 

+5 For first player noting that remov¬ 
ing the coins from the board demonstrates 
disunity. 

i 

+5 For player proposing to ignore the 
puzzle on the basis of the reversed plaques. 

+7 For player rotating the table to 
unify the triangles. 

'10 For dying In this room. 

+5 For best role player. 

Note: If the entire party is killed in this 
room, they will appear once more, outside 
its door. However, when they look in, the 
floor will be free of sand and the pedestal 
will be fully extended to show the exit lad¬ 
der. This helps keep entire parties from 
killing themselves repeatedly in this area. 

19] The Darkened Hallway 

GameMaster: 

As the characters enter this pitch black 
passage, they will hear the distant, hollowly 
echoing sound of rhythmically grinding 
stone. This sound is coming from the rotat¬ 
ing tunnel in area 22. 
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20) The Room of Miodlessnoss 

T he door to this 30'/bot 30'foot room 
stands open, allotoing characters to 
easily see its interior and the large^ obsidi^ 
an statue dominating it. The canning is a 
ttoelue-foot tall, polished obsidian repre¬ 
sentation of a human hand and forearm, 
reaching ccilingioard from a foot-tall, 
granite dais on the floor. Letters carued 
into the palm gloio with an eldritch, sap¬ 
phire light* The illuminated caroing reocL^ 
as /bllows: 

^*Vll accuse you, or coll you. 

Or tell you ^just one/ 

With my four friends Til fight you. 

But never alone*” 

More glowing carving in the base of the 
statue reads, '^Mindlessness/' The object 
for which the statue is apparently reach¬ 
ing is a giant, brass door handle in the 
ceiling* The ceiling here is 15^ up. 

GameMaster: 

When the characters eriter this room, 
the door will slam shut and lock behind 
them (My, but that seems to be catching). 
They will be trapped in this area until they 
correctly ansAver the riddle inscribed on the 
statue. The correct answer is "pointer fin¬ 
ger,” or “index finger.” A wrong answer 
spoken at the statue earns a vigorous and 
deadly swat- The statue is capab le of some 
reach — magically extending the rest of its 
arm into the room to paste wrong-answer¬ 
ing victims. It will resume its original pos¬ 
ture after each swat and await a correct 
answer. 

If a correct answer is given, the hand 
will reach up and grasp the brass door han¬ 
dle in the ceiling. It will then pull on the 
handle, unfolding a secret staircase up to 
area 21. 



—-code Of the Rats 

The outer door will only open after the 
feather from area 21 has been retrieved. 

Score Chart 

+8 For player giving the correct 
answer to the riddle. 

-8 For dying in this room. 

+5 For best role player. 

r 

21) Tlie Room of Acceptance 

T his sixty^foot tall room is perfectly 
cylindrical* Slowly swinging across the 
center of the room is a massive axe blade* 
You assume the stem of the pendulum 
must vary in length during the course of 
its swing, for the wickedly sharp blade 
never rises more than six inches from the 
floor, even as it nears the walls. 

Directly across the room from you, post 
the silently swinging monster axe, a single 
white feather leans against the barren 
wall. 

GameMaster: 

Okay, here^s the shtick. The swinging 
axe that the players see is actually an illuso¬ 
ry replica of the real, invisible axe, swirling 
perpendicular to the illusory one. The one 
they see is swinging side-to-side, the one 
they don't is swinging toward them. Should 
a character try the simpleton's approach 
and just stroll down the center of the room, 
he will quickly find his hair parted — all 
the way down to his toes. 

The feather can be safely retrieved if a 
character skirts the edge of the room and 
quickly snatches it. 

Score Chart 

+3 For testing the apparent blade for 
illusion. 

+5 For discovering the invisible 
blade (without being hit by it). 

+5 For brave soul recovering the 
feather. 

-10 For dying in this room. 

+5 For best role player. 

ft 

22) The Rotating Tunnet 

T he dim light from the room of Mind¬ 
lessness slowly fades to blackness os 
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Code oittifl Bats 


proceed down the haUwa>« TKrough 
the bbchncss corner the rhythmic sound 
of the grinding of stone on scone» ft 
becomes louder as you cautiously 
approach through the darkness^ Abruptly^ 
a torch sputters and blokes to li/e from a 
sconce mounted into the northern wall. In 
the dancing orange light of the torch a 
soot'cncrusted, brass plaque reads^ 
‘'Light/* 

The flickering illumination reveals to 
you the source 0 / the grinding noise. 
Immediately before you, the passageway 
changes from plain stone to what appears 
to be a rotating carnival tunnel. Instead 0 / 
being round, however, the tunnel is elliP' 
ticoi in shape. Its inside is thicUy coated 
with a glistening, oily, blach substance. 
The unmistoJcoble odor of lamp oil stings 
your sinuses. The cloying darkness mokes 
the tunners length indeterminable. 

GameMaster: 

The hall of Light is indeed a rotaciny 
carnival tunnel; oiled and elliptically 
shaped so as to be virtually impossible to 
walk in. Characters attempting to do so will 
undoubtedly fall many times before flop- 
ping out on the other side, weary and satu¬ 
rated with oil. H characters have not 
noticed the reversed theme plaques by now 
there is little hope for their sur\uval. The 
western 35 feet of the tunnel is coated in a 
very slippery oil that can only be ignited by 
a very hot flame. The eastern 35 feet is 
coated in a less slippery, but very flammable 
oil The flame of the torch is nor enough to 
ignite the western half of the tunnel. How¬ 
ever, if the characters carry the torch with 
them, past the midw'ay point, the eastern 
half will ignite. The heat from diis flame 
will ignite the western half, and the entire 
tunnel will be ablaze. 



The clue to this room is “Darkness” — 
reversed from light. Any fool so bold as to 
carry a lit torch into this potential inferno 
will turn himself, ^itid anyone in the tunnel 
with him, into a nice piece of crispy black 
stir-fry. Any moron who successfully flops 
out on the other side of the tunnel, sanirat- 
ed with oil, and then asks his friends to 
throw him the torch, should be allowed to 
catch it ’ — simply for the purpose of clear¬ 
ing out the shallow end of the gene pool. 

The oil will bum for ten minutes before 
exhausting itself. 

Score Chart 

+5 For anyone making it through the 
tunnel without an open flame. 

+3 For testing the oil for flammability. 

+4 For player extinguishing the torch 
and carrying it along. 

-10 For dying in this area. 

+5 For best role player. 

23) The Refreshments 

A s the,light in the hdUwoy begins to 
brighten once more, yon see ahead of 
you a set of clean, white robes, banging 
on pegs in the north wall. Below them, is 
a stone ledge, upon which rests a ceramic 
platter. On the platter are a number of 
delicious-looking fruits, pastries and 
steomiT^ mugs of caj^e. 

Game Master: 

This is a little refreshment area where 
the characters may grab a bite, and get into 
some clean clothes. There will probably be 
a great demand for new robes, since the 
party has very likely been cannibalizing 
their garments since the room of Absti¬ 
nence. All is as it seems here. 

24) Lemmings Leap 

T his cylindrical chamber is 40 feet in 
diameter, rises 80 feet above your 
heads, and appears to have no floor what¬ 
soever. Directly across from where the 
passageway opens into this bottomless 
silo, is a door. Immediately below the door 
is a siirt of perch — a metal bar, bent into 
a semicircle and affixed to the wall at 
either end. 


Apart from a very long drop, the only 
thing between you and the door is a gar¬ 
gantuan iron pendulum, sweeping out the 
entire diameter of the room with each 
ponderous swing. This is, by far, the nas¬ 
tiest looking: perululum you've seen yet. Its 
stem is a sharp, steel blade, descending 
f^om the ceiling to temtinate in a huge (5* 
diameter) iron sphere that must weigh 
jnany tons. Protruding from this sphere is 
a veritable pirest of jngged blades, rangiJig 
in length from several feet to only a few 
inches. 

Just inside the passageway where you 
are standing, a stout iron spike has been 
pounded into the waU. Hanging from this 
spike is a 100-foot coil of climbing rope- A 
grappling hook has been tied securely to 
one end. 

A plaque fust above the iron spike 
reads, “Lemmings* Leap —' just to keep 
you on your toes.” 

GameMaster: 

Lemmings* Leap is by far the most diffi¬ 
cult physical challenge in the Gauntlet. 
The drop to the bottom of the silo is well 
over 500 feet. The door to the north is 
nothing more than a very clever painting. 
The real exit is an open passageway in the 
west wall, covered by an illusion. Two-inch 
deep holes are all that bold the metal perch 
in place on the north wall. Anyone putting 
their weight on this perch will soon discov¬ 
er this as they plummet screaming to 
their deaths. The drop is quite long, so they 
will have 'time to take a deep breath and 
scream several times. 

Wax scab are all that hold the (smoked 
glass) blades to the iron pendulum. Any 
heavy blow to the sphere (such as striking 
it with the gtapplirig hook or a coffee mug) 
will set It vibrating, causing the glass blades 
to shower down into the dark depths. Last¬ 
ly, the sharpened iron pendulum stem is 
not sharp at all; it is only polished on the 
edges to make it look sharp from a distance. 

In playcesring, several groups tried to 
scop the pendulum by grappling the stem 
and tying the rope to the spike by means of 
a slipknot. When the pendulum reached 
the center of its swing, they yanked in the 
slack and the knot came tight. This met 
with disastrous results. The pendulum does 
weigh several tons and its weight snapped 
the rope off at the spike. The characters 
ended up looking disparagingly down at the 
dangling rope “ their only means of egress. 
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Wfth the release of Wizards of the Coast's 
innovat^ve roleplaying adventure garrve 
comes o gtorious new collection of unique fantosy 
art by famous artists. Exquisite ittustrations 
from vision cards have been selected 

and brought together in a stunning twelve-month 
calendar to be enjoyed throughout 1996. 

Experience the visions of £V€WfiY each month 
through the eyes of these popular artists: 


Frank Frazetta. Simon Sisley 
Geof Darrow, Glenn Fabry. 


John Bolton, Arthur Adams 
and Brian Froud. 
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Coda Of the Bats 


This was I however, more effective than the 
group who tried to simply pull the pendu' 
lum to a stop; they were summarily yanked 
off into space — dangling below the pendu¬ 
lum, they were beaten repeatedly against 
the walls of the silo until they lost their 

gnp^ 

It is no problem for a character standing 
on the pendulum to touch either wall as 
the pendulum draws near* In this manner, 
the character will be able to test the walls 
for illusion* From the pendulum, it is an 
easy, if somewhat unnerving, matter to leap 
through the illusion and land in the hall¬ 
way to area 25* 

Remember that it is physically taxing 
and totally terrifying to climb across a mov¬ 
ing rope and scramble up onto a metal 
sphere, especially when the only thing 
below you is a whole lot of air* The 
GameMaster should make the characters 
roll gratuitous dice against their physical 
strength and willpower scores as they 
attempt this* Characters hanging below the 
pendulum from a severed rope will be vigor¬ 
ously pounded against the walls until they 
either lose their grip or find another way to 
remedy the situation. In play testing this has 
been proven to be a high-mortality area* 
But all the screaming was kinda ffinny* 

Score Chart 

+4 For character‘striking glass blades 
off the pendulum* 

h- 4 For first character reaching the 
pendulum. 

+8 For character discovering the real 
exit. 

-10 For any character who breaks or 
loses the rope or hook (Roshia will just 
have to find a way to bring them a new 
one). 

-10 For dirt-diving into oblivion. 

+ 50 For surviving the fall (ha, ha, ha! 
The sky must be very pretty where you 
live!). 

+5 For best role player* 

25) If Left Is Not Right 

H ere, the possagetuay opens out onto a 
small ledge overlooking a large natural 
cavern. The flat bottom of the cave (about 
30 feet helow you) is /tiled tvith clear 
water—perhaps about ten feet deep, A 


b 



scattering of rocks on the bottom glow 
with a bright magical light. In the tUumt- 
nation of these stones, you see that the 
water is /tiled with thousands of small 
fish. On the bottom rest the skeletal 
remains of three cows. The light, shining 
up through the rippling water, throws 
patterns of dancing, wavering lines onto 
the stalactite-encrusted ceiling/some 
twenty feet above you. 

Carved into the archway be/bre you are 
the words, “1/ left is not right, then right 
is the only thing l^.” Directly above the 
archway leading to this room is a strong¬ 
looking iron bolt, from which leads a thin, 
tightly drawn, coble. The wire stretches 
into the cavern, over the water; it 
descends at an angle. In the center of the 
cavern, it splits into two cables, one going 
right and one going left. 

Each cable terminates In the far wall, 
just above a mattress o^ed to that wall 
— presumably to cushion the Impact of 
someone sliding down the cable. A narrow 
ledge leads from each mattress to the exit 
tunnel in the far wail. 

m 

Hanging in mid-air, below the wire 
before you, is an odd device. It appears to 
he a pair of ivooden handgrips protruding 
from a metal box. A sliding switch on the 
side of the box has two settings; *^left” and 
^'right.'^ The switch is presently in the 
"left" position. The box levitates just 
beneath the wire by some unseen 
enchantment. 

■ 

GameMaster: 

The solution to the puzzle carved into 
the ledge is quite elementary* Is left right? 
Of course not! So right is the only thing 
left* The position of the slide switch deter¬ 
mines the direction the suspension traverse 
will turn when it reaches the intersection* 
Characters hanging from the rapidly sliding 
handles will have to hold on tight when 
the trolley makes the turn, lest they be 
yanked off and fall into the water* 

This may be for the better, however* If 
the switch is set to the wrong {i*e*, left) 
position, falling into the water Is preferable 
to the fate they would meet otherwise. You 
see, while the right-hand mattress is an 
authentic mattress (that the characters can 
comfortably 'poof to a halt against), the 
left one is an illusory mattress concealing a 
wall of sharp, iron spikes. (Get your fork 
and wet styrofoam ready!} 
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The spikes are set at a slight downward 
anglct CO allow the impaled victim ro slurp 
noisily off and splash into the water, {The 
GameMaster should feel free to make all 
the sticking and slurping noises he likes.) 

The fish in the water are goldfish. Wait 
until after the adventure to tell the players 
that they were scared away from a pleasant 
swim by a fearsome pack of goldfish. How- 
ever, if your players are the types who 
search the tavern’s champagne glasses for 
secret compartments» and happen to some^ 
how test the fish for ferocity, they should 
score a few points for thoroughness. After 
each character reaches the bottom {one 
way or another), the hand trolley will slow¬ 
ly make its way back to the top of the wire 
for the next person to have a go. 

Score Chart 

‘*'5 For any character figuring out the 
puzzle and thus turning the switch to the 
"Right” position. 

+3 For player revealing the goldfish 
sham (without falling into the water). 

+5 For player suggesting that the 
party swim for it (provided they have dis¬ 
covered the fish ruse). 

-10 For be ing impaled. 

-6 For involuntarily falling -into the 
water. 

+5 For best role player 

26) The Room of Day 

A large, stone plaque next to the door to 
this room reads: 

"Coiled are the snakes that lie 
Follow them and you shall die.. 


Yet os they lie, They also lead. 

You need hut plead, and then pay heed 
They show the ever^changing way 
Through the deadly room of Day*” 

Just beyond, the heavy iron door to the 
room of Day stands open. It is a circular 
room with a sixty-foot toll ceiling* A total 
of twelve iron doors are spaced evenly 
around the room* Above each door, a 
small crystal is set into the frame. The 
crystals all glow with a pattern of chang¬ 
ing colors: red, yellow, blue, green* The 
speed of the color change is different for 
each crystal, ranging form very slow to 
blurring i|uickness, but the pattern is 
always the same: red, yellow, blue, green* 

Set into the ceiling, far above, is a 
large triangular crystal, one foot toll, and 
shaped as the centeipfece to a giant sun¬ 
dial* Carved on the iron faces of each door 
are a roman numeral, ranging ffom one to 
twelve* You are entering at nine o^clock* 
The smell of burnt flesh assails your rws- 
trils and the room breathes uncomfortably 
hot* The room is knee-deep in charred 
bones* On each door, impressed from a 
light frosting of soot, is a /loshbumed sil¬ 
houette of a human, or humanoid, dying 
in anguish* Illumination and heat radiate 
ffom the crystal in the ceiling* 

GameMaster: 

Scattered haphazardly about the room, 
beneath the boneSt are 110 small pewter 
statuettes of coiled rattlesnakes. Each of 
these snakes’ eyes are set with glass beads 
that glow with a rapidly changing color pat¬ 
tern: red, yellow* blue* green. 

Eleven of the doors are false doors. One 
is the real exit. For each door, there are ten 
snake statuettes attuned to it. That is, the 
eyes of ten snakes flash in sync with the 



crystal above each false door. Coiled snake 
statues never flash in synch with the actual 
exit door. If a character asks the snakes {out 
loud) to please uncoil, every statuette in 
the room will animate and comply. The 
statuettes will then resume their rigidity 
and their eyes will now flash in synch with 
the exit door. 

An alternate way of locating the exit 
door is to dig up all the statuettes and diS' 
cover which door does not have snakes 
attuned to it. This last one is a bit of an 
endeavor, but will work. 

If a character so much as touches a 
wrong door* the room’s dweomer will flash 
to life (literally). The crystal in the ceiling 
will focus a blinding beam of concentrated 
sunlight on the offending character* frying 
him to ash. If the character is lucky, there 
might be a pair of very surprised-looking 
eyeballs resting atop the ash pile. This is a 
mental test to try the characters’ dynamic 
thinking abilities. Roshia does not want 
stupid people working for her. In playtest¬ 
ing it has proven itself to be one of the 
tougher mental challenges. 

Score Chart 

+2 For first character to begin look¬ 
ing through the bones. 

+3 For first character to realize the 
correlation between the snakes and the feet 
that they must be pointing to febe exits. 

+8 For character asking the snakes to 
uncoil, 

+10 For the brave soul opening the 
real exit door. 

-10 For dying in this room. 

+5 For best role player. 

27) The Room of Cogitation 

T his vaulted hall is over sixty feet high 
and its roof is supported by two rows of 
thick pillars* The doors leading to this 
vault stand open and are, in themselves, 
quite impressive — a massive pair of brass 
valves, over twelve feet toll and six inches 
thick. Embossed into the right-hand door 
is the word, "Cogitation*” 

Against the far wall is a huge, brass 
statucr about 40 feet toll, of a man in a 
loincloth sitting cross-legged on the floor* 
Above his head, he holds a titanic brass 
bowl* His face is covered with a beaming 
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grin and clenched betiveen comically 
large teeth is a huge^ brass rendering of a 
corncob pipe (kind of a Buddha from 
Deliverance). The toalls, ceilings floor, 
pillars, and statue are all cot^ered udth a 
thick coating o/ old soot. 

GameMaster: 

In the bowl above the statue's head are 
several thousand gallons of highly flamma¬ 
ble oil — more than enough to cover the 
entire floor to a depth of one inch. On your 
map of this room are a pair of dotted lines. 
These lines represent a pressure plate that 
triggers the room's dweomer. 

When a character steps on the pressure 
plate, the brass portals will slam shut, seal- 
ing the party in {not again!). The wrists of 
the statue will then hinge forward, dumping 
a horrendous torrent of oil from the mon¬ 
ster bowl, onto the floor of the chamber. It 
will take only a moment for the oil to 
spread across the chamber floor, completely 
covering it. Just as the oil finishes spread¬ 
ing, the pipe in the statue’s mouth will 
begin to emit a thin plume of black smoke, 
A booming voice will then emanate from 
the statue, so loud that it shakes the very 
floor: 

"HEY, HOW ABOUT A LIGHT!!!” 

At this point, explain to the players chat 
the brass pipe is slowly swiveling on its 
stem, turning its open end down to face the 
floor. As you now hold up your hand and, 
using your fingers, count to five, some of 
your more intelligent players should be 
thinking, "Hey, if I don't start pounding 
some serious ground, real quick, a flaming 



someching-or-other is going to come falling 
out of that pipe and turn us into stir-fry ! 

In this regard they will be exactly right. 


If by the time you've finished your 
count, someone has started running toward 
the statue, they will arrive in the nick of 
time to catch the burning torch that is 
being dumped into the room. If not, then 
it’s adventurer flamhe for the lot of them. 
The theme of this room is the opposite of 
Cogitation: Reaction, 

The GameMaster may optionally wish 
to give the torch a fighting chance at actu¬ 
ally hitting the floor. Roll several checks 
against the characters* physical scores to see 
if they slip and fall in the oil on their mad 
dash to the statue. Or perhaps they will 
bobble and drop the torch. The characters 
can then extinguish the torch using a 
(clean) robe. 

Surgeon Generates Warning: It is inad¬ 
visable for characters who have fallen in 
the oil CO attempt the catch. 

The exit to thb area is through the hot- 
low stem of the pipe. Inside the pipe stem, 
the tube turns into a steep slide that will 
shortly dump the characters out in the hall¬ 
way west of this room. 

As the characters slide down into the 
pipe stem, they may be able to sneak a peek 
up into the statue's head. Briefly, they will 
see a tiny control booth. Sitting on a stool 
is a hunchbacked goblin wearing a frock 
coat and a stovepipe hat. He is laughing 
maniacally and holds a lie torch in his grub¬ 
by paws. If the characters ask Roshia about 
him, she will tell them that the goblin is 
one of the many reformed nasties that she 
has adopted. He is smart enough to tend 
the gardens, light torches and pull levers, 
but chat’s about it. His name is Budd 

(ACKI GAG! RETCH!). 

Score Chart 

+3 For anyone suggesting that the 
bowl is filled with oil {before it starts pour¬ 
ing out, that is). 

+ 10 For character who successfully 
catches the torch. 

m 

+3 For any good "Budd light” jokes 
(GM’s discretion). 

-10 For dying in this room. 

+5 For best role player. 

28) A locked Door 

T his daor is larger and heavier than 
those common to the complex. It is 


made of heavy slats of thick oak, bound 
strongly together with many'Tweted iron 
bands. The handle of the door is also of 
stout iron — os is the huge padlock that 
secures it. ' 

GameMaster: 

All is as it seems. 

29) Tho Room of lllogic 

T his chamber has apparently been fin¬ 
ished in some marble-like, block rock, 
polished to a high sheen. The walls and 
ceiling have been done in this polished 
ebony, but the floor has been tiled in a 
random pattern of three by three-fbot col¬ 
ored squares. Every color of the rainbow is 
represented: red, orange, yellow, green, 
blue, violet, and indigo. The room is very 
large and the uniform gloss makes the 
dimensions of it uncertain. 

Only two sections of the floor are 
uncolored; a ten by ten-foot section at the 
entrance, and a similar section directly 
across from you. These landings are done 
in the same block marble os the walls and 
ceiling. Carved into the floor before you, 
in letters that glow with a bright blue fire, 
is the word “fllogic.^ 

Again, the smell of ozone hangs heavy 
in the air. Bright motes of viscous magical 
electricity flicker and dance across the 
high ceiling. 

Far across the chamber, a squat 
pedestal rests on the opposite landing. 
Upon it appears to he a heavy, iron key. 

GameMaster: 

Show the players the expanded room 
map of this area. It’s your adventure! Go 
ahead and tear it out, if you like! The prop¬ 
er path across this room is to follow the log¬ 
ical progression of colors: Red, Orange, Yel¬ 
low, Green, Blue, Indigo, and Violet (Roy 
G. Biv). Any deviations from this path will 
cause the dancing electricity on the ceiling 
to coalesce into a bolt of magical Lightning 
— frying the offending character into a 
charcoal briquette and shooting hair, teeth, 
and eyeballs all over the room. Diagonal 
moves are acceptable; jumping tiles and 
repeating tiles are not. 

When the iron key is touched, all the 
tiles change color — to black: the room is 
then safe. 
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The key on the pedestal opens the 
locked door in area 28, 


Score Chart 

+5 For the first character realizing 
that the R,0*Y,G,B.i,V, pattern is the nat¬ 
ural, and therefore logical, pattern of colors* 

’♦-3 For the brave soul walking the 
pattern, 

+6 For successfully navigating the 
pattern, 

-10 For dyir^ in this room. 


+5 For best role player, 

301 The Room of Dishonesty 

T he hallu^ beyonil the locked door is a 
striking contrcLst to the rest of the com^ 
plex thus far* It is thickly carpeted in a 
rich burgundy pile. Even the lighting is 
accomplished in a much more domestic 
fashion — oil lamps burning softly on the 
ivalls. The plush carpet feels delicious 
under your scraped and battered feet^ and 
the subterranean clamminess you've 
fought against the tohole way is dispersed 
by a comfortable warmth. 

Ahead of you^ the hallway opens out 
into a lavishly decorated chamber. A low 
table of polished ebony holds a king's 
feast. Crystal decanters of fine wines 
reside beside silver platters of steaming, 
roasted meats and aromatic breads. The 
place settings and service sets are all of 
graphically embossed, polished silver. A 
card of folded parchment rests at t he head 
of each place setting. Each cord has one 
of your names, in an elegant calligraphy, 
in gold ink. The table is surrounded by 
plush, overstaffed sitting cushions of pur^ 
pie silk. 


Just north of the table is a set of lat^ 
ticework dressing screens, sectioning off a 
tiled portion of the room. The tiled ^loor 
holds a deep, sunken tub of hot, bubbling 
water (a magical Jocum.^}. Hanging over 
the top of the dressing screens are a set of 
beautifully thick, blue peifumed towels. 
Upon each towel, the words ^'Holy Day 
Inn," hove been embroidered with golden 
thread. On silver traiys about the tub area 
are numerous bottles of bath oil, perfume, 
cologne, soap and bubble bath. 

Hanging upon the south wall 
are...no...yes! JI 

YOUR STUFF/11 

Your clothes, weapons, armor and speU 
books are oU there. The clothes hove been 
laundered and pressed, weapons have 
been cleaned and oiled, and armor gleams 
with a fresh polishing. 

Oopsl On the wall above your e(}uip<' 
ment is a brass plague marked, "Dishon^ 
esty.” Maybe it's not quite over. 

[concludad on p, 60] 
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3n bonor of tbosie Determineb to pu^tj totoarb excellence, conquer fear anb 

figbt for tijat in toljicl) tbep beliebe, Cljc 3R.atjS bo liercbp abmit 


to abibe anb upbolb tbr Cobe of tbe 3^atst, 

noin anb brreafter. 

•k 

g[bgttnence : ^barice ii t})t roab to an earlp grabe. J^eber risfb pou or poursf for tfic fiol- 
lobj bream of golb. i^urbibc, anb time biill grant pou greater rebaarbsi of ittf obm. 

Beace : ^ 3^at i& more tfjan a Fjireb buUp — more tijan a trabeling butcljcr. I^ou are tfje 

agent of a noble anb ljumane ibcal. ^olbe confUctsi bp biplomacp tobeneber pofigible. 

■ 

r 

iForethouttbt : tajsb poorlp planneb is a task poorlp bone—if it gets bone at all. 

i^umor : 3tn a toorlb fueleb bp conflict, pou shall both biin anb lose, ^llob) pour spirit to 
be crusbeb bp pour enemies anb pour minb shall soon folloko. iSlirth in the face of ebil makes 
; banger biminish, anb laughter can steal pour enemp’s spirit. 

^isbom : experience can teach pou the toorlbs innermost mpsteries. Het neber a name, 
place or moment of pour abbentures be forgotten: for bahon strength fails, taisbom map tri¬ 
umph. 

. Caution : ^ fool leaps before he looks, ®he beabliest prebators, of both man anb beast, 
relp on fools. 

Consistence : Consistencp of methob anb of thought toill carrp through, (©rim aS the 
bjorst might Seem, neber abanbon a toorking plan, 

distrust : people lie. Uping is that part of human nature that pretenbs to protect people 
from abbersitp, or plaps the easp roab to that tohich thep besire. fKreat all arounb pou baith trust 
anb respect — but neber bet pour life on them. 

39obaerlessneSS : M hero baearS hls croban in hlS heart, bahere it serbes him best, ^e eber 
biarp of bisplaping pour strengths to others.. .there baill albaapS be those bailling to test them. 

tHnitp : %\)t fiber that sbaeeps abaap mountains is onlp a mass of Smaller streams. 

i 

__i:._ 
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(auegtionma : 0ften, tfie inogt Ictfial of tljingg appear Fiarmlegg. accept nothing at face 

toalue. 

iS,eaction : ag an abijenturcr, anb a 3S.at, pou mugt tfjinfe on pour feet. Congiber pour 
actiong tarefullp, but not glotolp, ^onber a problem too long anb pou map loge control of itg 
golution. 

r 

Houle : ®be toorlb Ig gelbom gpontaneoug anb tolnclbcnccg are rare. Bebuctlon ig pour 
mogt feargome toeapon. 30cbucmg tbc “tobp'' In pour cnemp’g actiong Ig balftoap to finbtng tbe 

“boto” In arregtmg big plang. 

\ 

iLoncgty : ail comeg arounb in tbc enb. W\)ih Iping, cheating anb gtcaling ig, at timeg, 
painfullp ncccggarp, another toap arounb pour problemg ghoulb altoapg be explorcb firgt. ^teal 
onlp from thiebeg anb lie onlp to liarg. tlbe commonfolk migtrugt anb fear armeb trabelerg. 
tain their bcartg, pou mugt ghota them onlp the finegt partg of pourgclf; for tobat toe map call 
“frailtp,” or a, “minor flato,” tbcp toill gee ag a gboto of great ebil. ag a 3R.at, pou arc more 
than a common abbenturer. 


i^ou arc a ?|ero. 


« I 
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Code of the Rate 


GameMaster: 

All IS as it seems in this room — with 
one exception. The Jacuzzi is actually a 
very powerful* summoned creature. It is a 
body of animated water. While it will allow 
characters to eat the food, drink the drinks, 
and even bathe in its bubbly effervescence, 
it will be watching them very closely. It is 
waiting for someone to take any iitcle thing 
from the chamber that does not belong to 

them. 

If this occurs, the creature will lash out 
at the offending character. The thief will be 
rapidly dragged back into the Jacuzzi, where 
the monster will ram one of its watery 
pseudopods down the character's throat — 
filling his lungs and drowning him almost 
instantly. The group is almost out of lives 
by now, so they had better be careful. 

When the equipment is removed from 
the pegs on the south wall, a secret door 
will open in the west walk The characters 
are free to proceed to the surface through a 
long* sloping passageway — out of the 
gauntlet. 

Epilogue: 

The passageway emerges in a stout stone 
shed in Roshia's gardens. There, Roshia 
will be waiting to congratulate the party— 
and extend her condolences for those who 
did not make it. Accompanying her* is her 
thing^at-arms* Boaseth. Roshia is dressed in 
black silk robes (a striking contrast to her 
pale complexion) and wears a dark blue 
sash, embroidered with the image of a ram^ 
pant white horse. The sash unmistakably 
denotes her as the governess of the county 
of Villano, Boaseth is dressed scantily {as 
reptiles are wont to do)* wearing a combat 
harness, black wool cloak and gold bracers. 
In his large* green'SCaled hands he hold a 
polished rosewood box. 

The box contains, for each character: 

1, A rolled-up parchment diploma {con¬ 
taining the Code of the Rats) tied with a 
red, silk ribbon. 

2. A gold stickpin of a rampant rat (to 
be worn on the left lapel). The eyes of the 
rat are ruby points. The pin is very classy- 
looking, but is somewhat small. Its worth 
probably comes to about 50 Imperials (GP), 


Roshia will be relieved that the charac¬ 
ters have escaped alive but will make no 
apologies for running them through the 
Gauntlet, She will explain that her old 
group of Rats vanished several months ago, 
on a mission overseas* She will gladly take 
them under her sponsorship — as the new 
Rat Pack, She will require a reasonable 
tithe of gathered income from each mission 
they go on. In return, she will provide 
housing {in the guest house), food and 
training in magic, weapons and other skills 
— for free. 

The rat pin is rather like a badge of 
office and she will be quite appalled if any¬ 
one sells theirs. She plans to turn the Rats 
into the most fearsome, famous and beloved 
adventuring group in the world. First, how¬ 
ever, characters must be taught how to 
read* write and behave properly at diplo¬ 
matic functions — all of which she will 
teach them as they recoup. Their duties 
will often have them rubbing elbows with 
royalty. 

Characters graduating from the Roshia's 
Gauntlet all now have something in com¬ 
mon — and some common stories to tell. 
They have struggled together physically 
and mentally, proving to themselves and 
each other chat they can rise to the chal¬ 
lenge of the moment. Perhaps they will go 
on together as the Rats, Or perhaps they 
will decline Roshia^s offer and strike out on 
their own quest. Either way, they have 
proven themselves survivors — perhaps 
even heroes. 

The Beginning.. 

Nayl 

Don't stop reading yet! You haven't read 
the truly earth-shaking clositig notes yet. 
Did you buy this mag or notl? Geeze.,. 

Closing Notes: 

A copy of the Code of the Rats is pro¬ 
vided for your use. It's kind of a diploma to 
honor those who have survived the Gaunt¬ 
let, It is this little author's suggestion that 
you photocopy those two pages for your 
players. Splice the two papers together so 
they will copy nicely onto one 11"' x 17^^ 
sheet. Run off one copy for each of your 
new Rats, 


Now, the Code itself is not an even 11^ 

X I?"' so you should have plenty of extra 
paper hanging off on all sides. Here's where 
the fun begins: soak all the copies in a mix¬ 
ture of water and lemon juice* then 
microwave them dry* Do this a few times. 
The paper should be taking on a yellowed, 

parchment color—like an old treasure map. 

Be careful not to touch the lettering with 
your fingers until the paper has cooled, oth¬ 
erwise you might smear the toner. 

When the papers have gotten just the 
right hue (your discretion, of course), take a 
candle and care/iilly singe the edges* Voild! ^ 
Instant scroll! Now get some red ribbon 
and tie your scrolls shut. Your players will 
freak out when you present them with 
those 1 

Yeah, i know. Seems like an awful lot of 
effort to amuse the players. But is that not 
your role as the GameMaster? As many 
derogatory comments as i make about play¬ 
ers, please know that they are all in good 
fun. Being a good GameMaster is a matter 
of caring that your players are enjoying 
themselves. 

I would very much like to read your 
comments and criticisms* Or just write for 
the sake of writing — I feel like the Maytag 
repair man up here! We hope you enjoyed 
this adventure,,,a lot,,,yeah* 

Thanx. 

Credits 

Many thanks to the original Rat Pack,*** 

Matt Smyrl as Victor Ristel 

Jacqie Ketterling as Sharra 

Scott Parrish as Nesruseth 

Chris Myers as Btlfurshort 

Kyle Teague as Darvin 

Special Thanks to Andy Vanctl for the 
Riddle of Mindlessness. □ 
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Mother Hopi 


Occupation; Village Wise woman and Midwife 
Skills: Magic Use, Herb Lore 
Motivation; To tend the women of the vilbge 
Weaknesses; Secretly a witch 

Mother Hopi is a village midwife and is 
thought of as a mysterious foreigner, even 
though she has lived in the village for about 
twenty years. She is wise in the ways of herbs 
and poultices and tends to all the women in the 
area when they are to give births 

Hopi^s mother was a Gypsy and her father 
was a horse thief — they met while trying to steal 
the same horse. Her mother trained her in the 
mystic arts and she learned more from an old 
man, who for some reason only she could see. 
She holds sway over the wild things, can predict 
rhe future and can commands the shades of the 
dead to answer her questions. Bur she is far from 
foolish and does all such things in moderation, 
keeping her magic a secret for fear of being 
branded a witch. 

Hopi travelled about while she was young, 
but eventually settled down m a village which 
needed her healing skills. As far as the villagers 
are concerned she is just a strange old woman 
who lives in a hut at the edge of the village. 

Mother Hopi pretends to be older than her 
forty-one years and she has been known to feign 
deafness, madness and infirmity when it suited 
her. She is clever, sly and knows far more than 
she is willing to tell □ 



Anwork and Characters by Ionia Walden © 1 995 



Gabriel Feugere 

Occupation; Kings Musketeer 
Skills; Sword Play, HTH Combat, Cooking 
Motivation: To serve the king 
Weaknesses; Quick Temper 

One of the King's Musketeers, Gabriel has a 
reputation of being charming and clever but 
quick to anger. He is still quite young, only 
twenty four, and quite popular at court. Howev¬ 
er he is ruthless when fighting and it is 
rumoured that his companions have often had 
to drag him off opponents before he killed them 
in his blind rage. He is also an excellent pastry 
chef but he keeps this aspect of his past to him¬ 
self. 

Apprenticed to his father, Henri Feugere, 
the greatest chef in the land, from the age of 
four, Gabriel wanted more from life. He ran 
away from home to become a lawyer hut his 
father petitioned the King to have him brought 
back to his kitchen. The King was as impressed 
by the young man's skill with a sword as he was 
with his cooking and his advocacy skills. He 
made Gabriel one of his musketeers and he has 
proved to be quire a favorite at Court. 

A good looking but hot-headed, wild boy, 
Gabriers worst flaw is chat he takes insult too 
readily and be doesn't always think before act¬ 
ing. This has got him into trouble in the past 
and no doubt will again. □ 



Claudette de Chalons 

Occupation; Lady in Waicing/Highwayman 
Skills; Horse Riding, Pistol, Etiquette 
Motivation: To support her family 
Weaknesses: Secretly a criminal, Soft-heaned 

Claudette is rhe youngest daughter of the 
deChalon family. After their fathers death, 
three years ago, Claudette and her family dis¬ 
covered that their father had gambled heavily 
and was deeply in debt to many nobles. 
Claudette's brother, Guillaume was forced to 
sell their ancestral home and all the estates 
except for the game keeper's cottage where 
Claudette, Guillaume and their elderly mother 
reside. All debts were settled but little wealth 
remains. 

Claudette was forced to become a lady-in- 
waiting to the local lord's wife. However, her 
family can barely afford to survive on the mea¬ 
gre allowance Claudette receives for her work 
and so she has been supplementing their income 
by highway robbery — she is in fact “Cunning 
Jacques," the notorious highwayman. She has 
managed to cut quite a figure in the local folk¬ 
lore by being flamboyant, daring and not harm¬ 
ing any of her victims. 

She is a woman with hidden depths — 
whilst always acting the polite lady in waiting in 
present company, she is brave and resourceful 
and would not shy from a fight. She has discov¬ 
ered to her amusement that Cunning Jacques 
has become somewhat of a romantic figure with 
the ladies of the region. □ 


SHADIS © 1395 
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Marquise Blanche de Tarieux-Bouiget 


Occupation: Noble Lady 
SkilU: Magic U$e> Literacy, Etiquette 
Motivation: Escape from her intoferable situation 
Weaknesses; Overconfident 

As the long'Sufferin|; wife of the Marquis, 
Blanche is considered a figure of tragedy. She is 
believed to be devoted to her family and to the 
Church and is welLrespecred by all. Her ‘'health 
has been failing" recently and she is not seen 
often. In reality, Blanche has locked herself 
away with her studies into the Dark Arts. 

Blanche came from a noble wealthy family 
and was advantageously married while quite 
young. She has no love left for her husband and 
for some years has been searching for a way to 
rid herself of him and his cruel ways. To her 
delight, Blanche has recently acquired an old 
collection of books that deal with hedge magic 
and otlter arcane ramblings. She found in them 
a spell for summoning demons, and has been 
attempting to use it, sending them to punish her 
husband for his selfishness and cruelty. Being 
untrained, she is not entirely sure about how to 
use the book properly, hut this has not stopped 
her, despire the fact that it could -be incredibly 
dangerous. 

Blanche is a strong woman who is sick of 
playing the victim and has just staned discover¬ 
ing how deceit and manipulation of others can 
make life far more interesting. Her interesr in 
magic is a real one as she sees it as being one of 
the few means of escape she may have. She 
would be extremely grateful to anyone who 
could offer her training in magic use nr free her 
from her unhappy marriage. □ 


'I 
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Doctor Harl Laarsbrocke 

Occupation: Inquisitor 
Skills: Interrogation 

Motivation: To hunt out evil (no matter 
whar the cost) 

Weaknesses; Obsessive, judgmental fanatic 

Doctor Laarsbrocke is immaculately dressed 
and very well spokfen. His every gesture inspires 
confidence in his medical skills — he is such a 
precise and clever man and it is reassuring to 
have him around. At the age of fifty-six, he is a 
distinguished, reserved and pious- 

He is also a fraud: Ke is a Doctor of Theolo¬ 
gy, a priest and inquisitor. He lies about being a 
doctor of medicine as it makes people more will¬ 
ing to trust him — the Inquisition is feared by 
all, even other Church members- In fact, Harl is 
willing to lie about anything if it will advance 
his holy cause. Ten years ago his destiny was 
revealed to him in a vision: he must destroy the 
plague of witchcraft wherever it flourishes. He 
sought and received the blessing of his Church 
to join the crusade — the Holy War — against 
the witches. Armed with his Malleus Ma/e/i- 
carum, Harl has seen many and varied types of 
evil: he has helped unearth dozens of witches, 
had them and their evil cohorts confess their 
sins, and then burned them at the stake. 

Harl is sure all women ate potential witches 
and he is constantly on the alert for suspicious 
behavior and the scent of witchcraft. Most of 
this is all in his mind, but if he decides a person 
is guilty, they should try to make good their 
escape, for they face certain torture and death at 
his hands, □ 



Marquis Fliillippe de Imeux Bourget 


Occupation: Local Lord 
Skills: Negotiation, Manipulation 
Motivation: Greed and Power 
Weaknesses: Tormented 

Phillippe is a ruthless man, driven by his 
desire for wealth and power. He is respected 
because of this wealth, but not trusted or liked. 
He has no respect for anyone ebe, especially not 
his family, and it is common gossip that his mar¬ 
riage is not a happy one. Since he treats his fam¬ 
ily as chattels, this is hardly surprising. The 
Marquis is married to Blanche and they have 
one son, Mathieu. 

He has a habit of ‘^acquiring" estates from 
those foolish enough to borrow money from 
him, when they find they cannot pay him back. 
Any pleas for compassion or charity only earns 
the contempt of the Marquis, and he is just as 
ruthless in dealing with the peasants who dwell 
on his lands. One of his many sins include rid¬ 
ding himself of the burden of a daughter. Six¬ 
teen years ago, his wife gave birth, after a diffi¬ 
cult labour, to their second child. The girl was 
weak and sickly, and not wanting a daughter 
(they cost too rriuch in dowry), or medical costs 
the Marquis thought it would be better to get 
rid of it; he gave it to a villager to do the task. 
He told his wife that the child had died. 

The Marquis has of late been having severe 
nightmares and has consequently become 
increasingly superstitious that he is being called 
to account by supernatural forces. He thinks 
that perhaps if he finds his lost daughter (if she 
is still alive) and begs her forgiveness, the night¬ 
mares may cease. ,, □ 
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Yersinia 

Type: Plague Spirit/Demon 
Skills: Possession, Cause Illness 
Motivation: Spread disease 
Weaknesses; Holy Water 

The plague demon is a filthy being that 
desires only to spread its “infection” as far as 
possible. Yersinia’s usual hosts are animals, but 
it can be passed on to new hostSi including 
humans, through a bite or scratch. Once the 
wound has been madei Yersinia enters the body 
of its next host and leaves its former host who 
becomes sick and feverish a number of days after 
they have been “infected”: eventually they will 
die. Yersinia then influences its next host to 
find another victim and the cycle continues. It 
can control its host but generally its only 
demand of them is to be passed to as many hosts 
as possible. If it decides to try to move to anoth¬ 
er host body, it will makes its present host cause 
a flesh wound on that person with their teeth ot 
fingernails. 

However, it has to be careful as Yersinia can 
be harmed if it attempts to inhabit the wrong 
sort of persort. If it accidentally tries to possess a 
exceptionally good or holy person or someone 
wearing an amulet of protection ot vial of holy 
water, it will be repelled and its former host will 
he driving temporarily insane with the demons’ 
screaming. 

Yersinia can be exorcised by holy people or 
trapped by those wise in the ways of demon lore. □ 
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Isabeau 


Type: Ghost 

Skills; Telepathy I Telekinesis 
Motivation: To regain corporal form 
Weaknesses; Incorporeal 

Isabeau d’Genevrier was a peasant girl killed 
in a holy crusade over two hundred years ago. 
She has until recently resided in a spirit realm 
that seemed to be somewhere between this life 
and the next. The place was crowded with 
unhappy spirits looking for a way to escape, and 
when one spirit was summoned by a magician, 
Isabeau managed to slip through with it and 
escape into the corporeal world. 

Unfortunately,although this is more inter¬ 
esting than the ghostly world she had left 
behind, she cannot interact with people as they 
can neither see nor touch her. She has rudimen- 
tary forms of telepathy and telekinesis which 
she has been trying to use to communicate with 
people but unfortunately voices within peoples’ 
minds and small floating objects tend to scare 
them away instead. She is looking for someone 
to befriend and communicate with. 

Above all else she wants to regain corporeal 
form. She thinks if she can find an “empty ves' 
sel" (a person whose mind has gone) she may be 
able to possess them, but she has not tried this, 
and she is not ruthless enough to harm anyone 
to try out her idea, □ 



Vicompte Guillaume de Chalons 


Occupation; Dispossessed noble 
Skills; Fencing, Horsemanship, Hunting 
Motivation; To find a cure, acquire wealth 
Weaknesses: Cursed with lycanthropy 

Guillaume lost his noble inheritance due to 
his father’s large gambling debts. Only recently 
he was forced to sell his beloved horse and 
hounds, to afford a dowry for one of his sisters. 

He is well liked in the town, although he tends 
to be a little distant and his noble pride means 
he takes offence at any perceived slight ot offer 
of charity. He is somewhat moody, some say 
sullen, and he goes through periods when he is 
reclusive and hardly ever seen. 

His reclusiveness is actually due to some- 
thing far more sinister. To Guillaume’s honor 
he has discovered the only thing he has inherit¬ 
ed from his father is a curse — the men of the 
deChalons family are stricken with lycanthropy. 
His mother has told him that according to the 
family legend it has something to do with a pact 
with dark forces that was broken by his great- 
great-grandfather, but Guillaume has been 
unable to discover any more. 

He deliberately avoids people so he cannot 
“inflict his madness” upon them. He hears 
reports of mutilated cattle that occur at certain 
times of the month and he is fearful it is his 
doing but he has few memories of his outings as 
the wolf. Guillaume has been thinking of leav- 
ing home to avoid discovery of his ailment and , 
to try and find a cure, □ 
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The Black Dog 

Hook: The PCs are traveling through 
the countryside when they see a group of 
people running towards them with 
weapons at the ready* The PCs may assume 
they are going to be involved in an attack 
when they notice they are chasing a large 
black dog — the dog sees them and runs 
right for them whimpering* If the party 
allow it to come close it wilt scratch a 
word, *‘HELP*^ in the dirt before collapsing 
due to its wounds* 

Line: If the PCs choose to save the dog, 
by diverting the villagers or hiding him, 
the dog will scratch another word, 
"Nathan”, in the dirt* If they ask around 
the town they will find out Nathan deToi' 
tens is the name of the local lord’s son, 
who is supposed to be returning to claim 
his inheritance after the death of his 
father. However, he is a few weeks late and 
no one has found out what has happened 
to him* In the meantime his uncle rules in 
his place* 

There are also many stories of the 
appearance of a supernatural black dog 
who has been killing livestock and bring¬ 
ing ill luck on the village — the stories 
seem quite exaggerated and the beast has 
taken on the proportions of a demon in the 
villagers' eyes. 

Sinker; The dog is indeed Nathan, who 
was sent a cursed amulet by his uncle who 
said it was willed to him by his dying 
father* When Nathan put the amulet on he 
was transformed into a large black dog* His 
uncle has been spreading rumors of a super¬ 
natural dog, in the hopes Nathan will be 
killed by the superstitious villagers. 

Nathan’s intelligence is slowly waning 
but he has been trying to find a way to get 
to his uncle and get the curse removed* His 


uncle knows the spell to remove the curse; 
alternately, the party could help him find 
another magic user who might be able to 
transform him back to his original state* In 
either case he will be extremely grateful* 

Tonia Walden 

It Aim Easy Being Green 

Hook; The party is wandering through 
the land, and comes across a recently aban¬ 
doned village* Looking through the village, 
they find no people, but they do find a lot 
of frogs* 

Line: When they search the buildings, 
they will find a book ir\ the local church 
that explains that the town has been 
cursed, and that anyone in the town, or 
who enters the town, will be turned into 
frogs* A local witch appearantly took 
offense from something the townspeople 
did, and cast this curse as revenge. 

Sinker: The only way to remove the 
curse {a remove curse spell will not do it) is 
to find the witch, and slay her* Unfortu¬ 
nately, the witch lives about half a day 
away, and as each hour passes, the player 
characters become more frog-like: they 
turn green, they develop webbing between 
their toes and fingers, their hands start 
turning into feet, etc* So, as you can see, 
the players have a small problem; if they do 
manage to reach her, will they be in any 
shape to fight her? 

The witch herself should be of average 
power, and not too exceptionally tough* 
The main problem in the big battle should 
be the party trying to figure out ways to 
overcome the handicaps they develop from 
being part frog, such as spellcasters trying 
to figure out how to cast spells with 
webbed hands, or fighters trying to adjust 
to shortened arms, loose-fitting armor, and 


an urge to catch flies with their tongues. In 
other words, it’s a good chance for the 
party to have some light-hearted fun, with 
frog jokes and puns flying fast and furious* 

Obviously, youTi have to alter the 
details of this problem to fit the unique 
resources of your group, as a group with 
more resources might be able to reach her 
quickly enough that the curse will have 
had hardly any time to work, and they will 
have no problems fighting the witch. In 
this case, you may wish to use obstacles, 
either mechanical, magical, or living crea¬ 
tures, to slow the party enough for the 
curse to start working on them* 

But before you’re tempted to make 
things too rough on them, just remember 
this: role-playing a group of frogs sitting on 
lilypads and eating bugs, is not really all 
that much fun for either the players or the 

GM* 

Michael Lampman 

iRformation IsrI a "Rear 
Commodity 

This scenario is geared Tor the time 
travel campaign detailed in SHADIS *11 
&L 12 (and *18*5), but is easily converted 
to GURPS Time Travel’s StopWatch/ 
Timepiece setting, or other time travel 
based games* 

Hook; PC members have just finished a 
raid on a base that launched illegal time 
jumps from their “native” er^* People at 
the base either fought to the death, 
escaped or committed suicide* 

Line; Analysis of the equipment cap¬ 
tured shows that robotic units capable of 
manufacturing robotic agents out of raw 
materials were among the items sent back 
in time and later retrieved. (In short, they 
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can have robots made from matter chat is 
indigenous to the era the manufacturing 
robot was sent to*} If cioning/braineaping 
technology is available at the existing tech 
level of the campaign, hurmin agents will 
also have been cloned and sent on miS' 
sions. 

Sinker; The Ferrets and their robots 
don't show up as time displaced. 

The PCs will have to discover these 
enemies using nothing but their detective 
skills* And, because these agents are rmdve 
to their era, the forces that would send dis^ 
placed matter back to its proper time won't 
work* Good Luck! 

S*D* Anderson 

There’s a Slenpost Up Ahead. 
Next Stop. 

Hook: The party is journeying* To or 
from somewhere. Your choice. 

Line: They reach a place where several 
roads converge. An old-fashioned signpost 
stands at the intersection. Many destina¬ 
tion arrows mark the post, some bearing 
foreign writings, some bearing writing that 
clearly isn't close to human. The sign post 
radiates magic and/or psionic power, if 
checked. Some destinations are to known 
cities and places* Others are unfamiliar, 
especially to anyone who knows the local 
area. And others are out and out Outer 
Limitsville! 

Sinker: The post itself is magic, once 
part of a wizard's house. Any specific pow¬ 
ers it may have aren't known, and it may 
just be that the wood has picked up a sub¬ 
stantial charge of magic from being in the 
wizard's estate* 

The wizard was slain by a cult of magic 
haters* Cult members watch the sign from 
homes built near the intersection. People 
who practice divining magicks to try and 
determine the '“interplanar" powers of the 
sign post will be noted and the cult's bully 
boys will come along as soon as is feasible 
to eliminate the “diabolical users of unholy 
magic"* 

S.D. Anderson 


Obuisellsk 

Hook: The party is contacted by a 
priestfess) who wishes to hire them to 
retrieve an ancient obelisk for his/her 
church* It's currently being held by a mage, 
who has agreed to give it to the church in 
return for some magical artifact that they 
have that is of no use to them* The church 
wishes to hire the characters to take the 
magic artifact to the mage, and return with 
the obelisk to the church, and is willing to 
pay quite well for thb. 

Line: While this certainly sounds like 
an easy job, the church will only discuss 
the job with the party leader, if the party 
has one, or whichever character the party 
decides upon to negotiate things with the 
church. The church will be generous when 
hiring the party, but not excessively so, as 
while they consider the obelisk important, 
they won't break their coffers to get it. 

Once this person accepts the job, he or 
she will be placed under a Geas to not 
reveal this information to anybody else tn 
any form (writing, speaking, gesturing, 
etc*), not even the members of his or her 
own party, and to return the obelisk as 
quickly as possible* The church is a some¬ 
what paranoid religous orginization, and 
worries that were the other party members 
know of it, they might try to keep it for 
themselves, or try to sell it to another 
church for more money. 

Sinker: Which leads to the real prob¬ 
lem, as once the character returns to the 
party, how does he/she convince them to 
accept a job he/she can't tell them about? 
Somehow this person has to convince the 
party to deliver something he/she can't tell 
them about, to someone he/she can't tell 
them about, and pick up something else 
he/she can't tell them about, and return to 
the church* 

How will the party react to this? Will 
they crust the character enough to follow 
him/her blindly? If they do, will he/she be 
able to keep that trust over the length of 
the mission? 

Those are important questions, ones 
that you and your players will have fun 
finding out the answers to* Enjoy* 

Michael Lampman 


Sorry, Wrong Car 

Hook: Any modem or futuristic urban 
setting will do* The characters must spend 
a fair amount of time in one neighborhood 
over the course of a couple of weeks or 
months. The more suspicious they look 
doing it the betterj any sort of undercover 
police, private investigators, door-to-door 
salesmen, or hoodlums will do* 

Line; The characters catch a couple of 
hoods tampering with their vehicle* In 
fact, they are attempting to plant a crude 
car bomb* If the PCs exhibit a willingness 
to use lethal force to defend themselves or 
the vehicle, the punks immediately spill 
their guts, otherwise they flee. If the PCs 
do not catch a punk and sweat him to 
learn his story, engineer more such inci¬ 
dents (becoming progressively more lethal) 
until they do. Once the PCs catch a 
would-be assassin, he tells the players that 
he was hired to do the hit by Karl Spindler, 
a local crime boss* Spindler is the right- 
hand man to Malcom Warner, who is the 
most powerful underworld figure in the 
area* Someone has been moving in on 
Warner's territory and he has assigned 
Spindler to take care of it: he can't have 
just anyone making book, dealing drugs 
and running protection rackets on his turf. 
Somehow the PCs have been fingered as 
the offenders* 

Sinker: Spindler is actually the one 
making trouble behind Warner's back, 
using fresh talent from out of town* To put 
Warner at ease, Spindler promised he'd 
take care of the situation, and so to protect 
himself he needs to produce a few bodies. 
The players are perfect dupes because they 
have been seen frequently in the area late¬ 
ly. Once Warner is put at ease with a few 
corpses (if the players get out of the situa¬ 
tion Spindler might use some of his own 
people), Spindler will stage a coup* If the 
PCs are street punks of some stripe them¬ 
selves, they could easily get caught up in 
the resulting gang warfare. 

Matt Staroseik 
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The World of Cord Gomos 


Single Card Strategies 

Bv Jeff Scon Franzmann 

Psychic Venom & Diabolic Vision 

Tfie Mourning Larul^ Ik sout/i of the /alls 
u^fiich spill out from the Great Forest, an 
expanse of fetid pooh and rotting vegetation, 
Reed stands and moss covered trees dot the 
marsh, breaking the monotony of the land¬ 
scape. h is within the great swamps north of 
the Scarivood that the Necromancer makes his 
home, in a tower which has stood since the 
time of the War. That is not all that remains 
from those dark times . 

Chained to the trunk of a blackened, 
scorched oak, he hardly seems human* Wild 
streaks of white hair splay out in oil directions 
from his /ace, matted with twigs, mud, drool 
and blood. His pale blue eyes bulge with mad¬ 
ness, and his lithe frame twists and contorts 
with rage and fury. A tattered loin cloth is his 
only gament, given to him ages ago by the 
Marsh Goblins, who regard him as a deity. In 
truth, he is a /alien Planes walker, imprisoned 
here centuries ago. His immense power was 
his down/oll, for now whenever he attempts to 

tap the lands around him, he /oik prey to... 

■ 

Psychic Venom/ - A simple enough 
spell, which enchants any single target 
land, Psychic Venom costs a mere 1 Blue 
and 1 Colourless to bring into play. When- 
ever the land which this spell enchants Is 
tapped, for whatever reason. Psychic 
Venom inflicts 2 points of damage on the 
controller of that land. 

There are numerous applications for 
this spell, in a variety of circumstances. 
One of the more mundane, yet effective, 
uses for Psychic Venom is in use on lands 
which your opponent values highly* For 
example, if a foe is using both forests and 
mountains, yet only has forests in play, it 
would be prudent to place Psychic Venom 
on the first Mountain to reveal itself. Early 
in the duel, if an opponent is short of 
mana, Psychic Venom can give an early 


edge. Combined with the Black Vice, a 
second turn Psychic Venom can be a 
painful experience. 

However, the most popular use of Psy¬ 
chic Venom is probably the most danger¬ 
ous to an opponent: using it to shut down 
specialty lands. There are numerous lands 
which provide benefits beyond maha, or 
instead of mana, and it is these which are 
most vulnerable to enchantment. The 
Library of Alexandria, the Diamond Valley 
and the Maze of Ith can be rendered next 
to useless through the use of Psychic 
Venom. Not only are they incapable of 
providing mana, but the benefits provided 
by the Maze of 1th and the Valley are 
almost instantly negated by the damage 
from the Venom. Mult Hands are another 
common target, and although they provide 
mana, it won^t come without a cost. Since 
Venom doesn't destroy land, Equinox is 
ineffective against it, making Venom a 
potential addition to a land destruction 
spell book. Indeed, placing Psychic Venom 
on a land enchanted with Equinox is a 
cruel, yet effective way of speeding up the 
demise of an opponent. 

Combined with other spells and arti¬ 
facts, Psychic Venom can become 
appallingly effective. While the Winter 
Orb is in play, using Venom on a few key 
lands can severely restrict an opponents 
options. Using them on multilandsi for 
example, forces him or her to concentrate 
on uncapping lands which they would not 
normally consider. If youTe partial to such 
tactics, you could use land destruction to 
destroy everything except the l^ds 
enchanted with Psychic Venom. 

Used with the ley Manipulator or Elder 
Druid, Psychic Venom becomes even more 
powerful. Now, you are capable of forcing 
an opponent to take damage from the 
enchanted land, when normally you would 
have to wait. Twiddle, Power Sink, Mana 
Short can also be used to accomplish this 
goal, although they are a little more limit¬ 



ed in this respect, as they can only be used 
once. Nonetheless, forcing an opponent to 
take damage is not something one should 
pass up. Against a Green Mage, an amus¬ 
ing combination involves Psychic Venom 
and Lifetap. Using Venom on any lands 
which ate not forests, one can force an 
opponent to use lands which will provide 
you with life. While not the most practical 
or effective use, it can be worth the time 
and effort involved. 

Psychic Venom, however, is not with¬ 
out its drawbacks, if an opponent has 
sources of mana other than land, he or she 
can avoid the worst of Psychic Venom. In 
addition, since it is highly unlikely that 
there will ever be four Psychic Venoms out 
at once, the more land that is in play, the 
less effective it becomes. As an enchant¬ 
ment, it is also highly susceptible to a large 
number of spells which can quickly termi¬ 
nate its usefulness. Nevertheless, it can be 
a valuable enchantment in a wide variety 
of situations. 

Once again, tke old man focused his atten¬ 
tion on the tower in the distance, eyes buming 
with hatred. His jaikr had long ago cwmed to 
ditst, yet still he remained trapped, hk desire 
for revenge fuelling his determination to 
escape* Only when the tower was destroyed 
would he truly be free to walk the planes yet 
again. Gathering the fractured remnants of his 
mind together, fie called forth dark powers, 
attempting to contact the Necromancer by 
means of a,.. 

Diabolic Vision] - At a cost of 1 Blue 
mana and 1 Black, Diabolic Vision allows a 
Mage to sift through his memorized spells. 
When this sorcery is used, the caster loob 

at the top five cards in his or her library, 
places one in hand, and then replaces the 
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Up My Sleeve 


others on the library in any order he or she 

desires. 

At such a low cosc^ this spell carries 
with it a multitude of practical applica¬ 
tions. One of the more obvious occurs early 
in the duel, when the only land available 
may be that required to cast this spelh In 
such an instance, the library can be 
searched using the Vision, and land put 
into hand. Appropriate spells for the mana 
on hand can then be placed back in the 

library in an order which provides maxi¬ 
mum benefit. 

This obvious strategy can be taken in 
several different directions, however- Few 
Magi, for example, consider the applica¬ 
tions of Diabolic Vision as a defensive 
strategy. In many cases, one may find one¬ 
self facing a spellbook which makes exten¬ 
sive use of creatures such as Orcish Spy, or 
arrihicts like Millstone, A combination of 
the above two cards can be particularily 
bothersome, since it allows an opponent to 
selectively Millstone your deck. However, 
casting Diabolic Vision allows you to put 
the spells in an order most beneficial to 
you. This requires a bit of thought, but can 
easily thwart a Millstone when properly 
applied. Once a card is put into your hand, 
alternate best spell, worst spell in replacing 
the cards on top of the library. For exam¬ 
ple, if you are desperate for land, replace 
the cards in order of land, spell, land, spell. 
If the opponent chooses to Millstone, you 
ger a land on your draw. If your opponent 
neglects to Millstone, you are in the same 
situation. Alternately, you can do the same 
for spells. This requires a bit of prioritizing 
In terms of placement, but can sa%'e you a 
great deal of trouble in the long ntn. 

Of course, there are far more mundane, 
yet effective uses for Diabolic Vision. A 
particular favourite tactic of mine is using 
it to place something immediately useful in 
hand, such as Dark Banishing, and then 
replacing the remainder in the library in an 
order which derives maximum benefit over 
several turns. For example, I may replace 
them in order of Dark Ritual, Hypnotic 
Spectre, Dark Ritual Foul Familiar, The 
possibilities are so varied that a complete 
examination of the permutations would 
require volumes, but the basic premise is 
simple: maximize your draws. In some 
cases, Diabolic Vision can be used to insure 
an early lock. In one dueh I managed to 
use'Diabolic Vision to bring out Zur's 


Weirding and Ivory Tower one after 
another, something which saved both life 
and provided me with a lock once the 
Mind Twist in my hand was cast. 

Diabolic Vision also allows you to avoid 
the* more deleterious effects of discard 
strategies. Discard relies upon the ability to 
deprive you of the ability utilize the spells 
you mky have in hand. Most discard-relat¬ 
ed spells can only be utilized during your 

opponents turn, which gives you some 
breathing room to operate. When facing 
off against Hypnotic Spectres and the 
Hymn to Tourach, use Diabolic Vision to 
thin out your hand as much as possible. If 
you have only a little mana out, and high 
powered spells in hand, pur land in hand 
and on top of your library. If you have no 
means of dealing with a Spectre, pull a 
flyer into your hand and cast it. 

Discard isn't the only strategy which 
Diabolic Vision can circumvent. Since the 
placement of a spell into your hand is not 
considered a draw, Diabolic Vision 
becomes even more powerful, as main¬ 
tained by Morgan Schweers, Using Diabol¬ 
ic Vision, you can gain an extra spell with¬ 
out having to face the problems presented 
by Enduring Renewal, Zur's Weirding or 
even Underworld Dreams. If Enduring 
Renewal is in play, you can even use Dia¬ 
bolic Vision to pull a creature into your 
hand, allowing you to utilize it. 

Diabolic Vision provides one with an 
ability which any mage would envy: the 
ability to know what resources will be 
available- It allows for longer-term plan¬ 
ning, and also allows you to tailor your 
strategies a little more effectively. If you 
know that a Dark Banishing ts going to 
made available soon enough, you may not 
waste that Drain Life on a creature which 
has been holding up your attack. If you 
have a_ Darkness coming up, you may 
decide to initiate the attack more often. 
Knowing what you have coming up allows 
you to plan ahead much more effectively. 

It u/owUn'e be muc/i longer.,,it couldn't 
be. He bad already %mited an eternity. □ 


The Making of Ebon Praetor 

or Wrty is there a rabbit in there, anyway?" 

by Randy Asplund-Faltb 

Ever since the Fallen Empires expan¬ 
sion of Magic: the Gathering came out, 
Eve been bombarded by questions about 
the Ebon Praetor card, I was kind of used 
to people asking the regular questions like 
Where do you get your ideas?" and “How 
do you know what to paint?”, but when 
Ebon Praetor came out the big question 
became “Why is there a bunny rabbit on 
the Ebon Praetor card?” 

At first, it only happended at conven¬ 
tions; then people started writing in and 
asking about it- For some reason, it seeems 
to be one of the big mysteries of the game. 
When 1 went to Eindhoven in May 1 met a 
lot of really nice Dutch players who would 
come up to get their cards signed and then 
ask that familiar question (usually with 
almost no accent): “Umm, I was wonder¬ 
ing, why is there a rabbit,,," 

Even in Holland! It got to the point 
where I would tell people that I would tell 
them the answer — for a price! The deal 
was I would tell everybody in earshot about 
the rabbit, but then they would be obliged 
to tell 10 people. This seemed to work 
pretty well at first, but somehow I know 
that something mote had to be done. After 
the show closed each night, a bunch of us 
went out on the town to take in the night 
life. We were wild, we were crazy, we 
got,,,well, never mind. The upshot is chat 
in the middle of it all I pleaded with John 
Zinser of SHADIS for help, 1 told him of 
my plight and he said I could write this 
article telling the whole world why there's 
a cute little bunny rabbit in the Ebon 
Praetor card! 

So here goes. IPs not the answer to Life 
the Universe, and Everything — everybody 
knows that is 42 — and the answer is not 
that I am crazy (well, not completely, that 
is the answer for a different question), the 
answer to this “hare-y” question is,,. 

Once upon a time, in a reality far, far 
away, Sandra Everingham, the art director 
of Magic: the Gathering, called me up and 
asked me if 1 could do a few cards for Fall¬ 
en Empires. The first list she had didn't 
include any black cards, but I really wanted 
to do a black card, so she offered to call me 
back as soon as she knew what they would 
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Starter decks ; 
and booster packs for 
SimCity® The Card 
Game™ are available at 

your local electronics, I ■D^sesgBilsaB 
book, hobby, or specialty 
games store or from ^ 

Mayfair Games, 5641 
West Howard Street, Niles, IL, 60714, 
800/432-4376. To get the Mayfair Games 
Holiday Promo Card, send a Christmas 
card requesting one to Dept. Sim and 
include a SASE. 


Get 1 GfiPtei- 


Mai! your answers from Spof The Fake to Mayfair Games^ Dept. Sim by 1/31/9^ 
Promo Cords, one for SimCity® The Card Game'*''^ and one for Fantasy Advenlur 
Five winners will be chosen ot random from all correct entries. Each winner wiJI reo 
a starter deck, six booster packs, and a speciol limited edition Hot td cry Promo Card I 

Hint: for a complete cord list, check out 

http://weber. u, wash ington.edu/-starfish/simcity/sifncify. html 

or email mayfair@aol.com 
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be. Not too long after, Sandra called back 
with a list of black cards and a suggestion 
for one that didn*t have a title yet. 1 was 
told it was a counterpart to a white Judge 
and we could call it a dark judge for now. I 
wanted to know more. “What does it do?” I 
asked* 

Sandra went on with a loose description 
about sacrificing cards to the judge to get 
more power, or something like that* If you 
sacrifice a mutant you get more. “A what? 
What kind of mutant?” I wanted to know 
what they would look like. As it turned 
out, I pretty much got to invent the 
mutant, but now the mutant seems to be a 
thrull, and my blue woman in the center is 
just a creature. 

The next step was to knock out the 
black and white line sketch. This is the 
stage when I figure out what the picture is 
going to look like. 1 decided that since it 
was about a “dark judge” that I would play 
him up as the judge of the fiery pic. He has 
a deer skull face and his hat and robes are a 
parody of the medieval heraldic ecclesiastic 
emblems from real history* I also dug 
deeply into the past for inspiration about 
what the hellish underworld could be* 

The Greeks believed in an underworld 
where cities and castles existed and the 
dead moved as shadows. I decided that if 
there could be castles, the castles would 
probably get wrecked every once in a 
while, especially with all of the evil nasty 
guys running around and the lava flows* 
The background is inspired partly by 
Dante's poem /u/erno and partly by the 
wretched paintings of the Renaissance 
which depicted the horrors of war in that 
time when war, pestilence and famine were 
commonplace* Lava boils out of the ground 
to form vast molten lakes where the sul¬ 
phur is so thick that I could almost smell it 
while painting. 

Meanwhile, the judge sics on his marble 
throne which looms up from the pit on a 
spire pedestal* The title of Ebon Praetor, 
which was assigned to the card after I 
painted it, couldn't be more apt. The Ebon 
makes him black and a Praetor was a mag¬ 
istrate position in ancient Roman govern¬ 
ment* Thus, he really is the Dark Judge. 
Before him opens a tunnel directly to the 
surface. Through this tunnel the evil spirits 
rise to the upper world where they find the 
helpless and drag them down to the pit for 


judgment* We see before us two such 
demons (this is the answer youVe been 
waiting for!}* On the right is a vile, dis¬ 
gusting caricature of blatant evil. On the 
left, a Pooka. He is a Celtic spirit repre¬ 
senting disguised evil* Did you ever see the 
movie Harvey with Jimmy Stewart? Yup, 
it's the same kind of 6' tall white rabbit 
with an attitude. Not quite the head-hunt¬ 
ing bunny from Monty Python's flirtation 
with Arthurian legend, and definitely not 
Thumper! However, if this rabbit bugs you, 
you had better be really careful! 

So remember, the next time you go into 
a German restaurant and that hasenpfefifer 
is beckoning you from the menu, consider 
the Ebon Praetor card and order a nice 
plate of cabbage* □ 

Highlander: the Card Game 

A review 

By Julian Talliaferro 

Highlander; the Card Game by Thun¬ 
der Castle Games is the first Swordmaster 
game, which presumably means that TCG 
intends to use this game's mechanics in 
another setting. If they decide to do so, I'll 
buy it* The best part about this game is 
how straightforward it is. When your turn 
starts, you defend against the attack I made 
against you on my last turn. Then you 
attack me* That's it* It's generally that sim¬ 
ple. The strategy and tactics in this game 
come from two areas — deciding where to 
attack and defend, and what special cards 
to use. 

The simple back and forth of block 
then attack would get repetitive and boring 
fairly quickly if not for the special actions* 
Drawing from things that have happened 
in the syndicated T.V* series, actions can 
have seriously game-altering effects as well 
as special attacks, defenses and other more 
devious effects* One of my favorites is that 
Amanda (the most sublime of the immor¬ 
tals that you can play, in my opinion) can 
play the seduce card so that her next attack 

cannot be blocked. 

' . 

Each of the immortals in the game have 
their own special abilities which corre¬ 
spond to the character's style on the show* 
The actual card for each immortal is rare, 
which makes it unlikely that you will get 
one if you only have a few cards, but if you 
don't play one of the immortals from the 
show you can' play a “generic” immortal 



which is more versatile but less focused* As 
a generic immortal, you don't have any 
special cards of your own, but you can put 
one from each of the immortals in your 
deck* 

This is a fast-paced game because your 
turn shouldn't ever take more than 30-45 
seconds and is usually done with in about 
15 seconds. The simplicity of the core 
mechanic makes sure that the game doesn't 
drag* Games last about 5-10 minutes con¬ 
sistently. 

Your hand size indicates how skillful 
you are at any time and you fill up to your 
“ability” at the end of your turn* If you are 
hit, the damage reduces your ability* If you 
go through your deck, you have become 
tired and lose ability, although you do get 
to reshuffle* As you become more wound¬ 
ed, and tired, you have fewer cards to 
choose from which beautifully simulates 
the fact that a wounded fighter becomes 
more and more desperate and has fewer 
options* You can make “exertions” to look 
at 5 more cards for an attack or defense, 
but all five get discarded, and you get clos¬ 
er to being exhausted* 

As good as this game is, there are only 
about 170 cards, so the number of combi¬ 
nations and different strategies is limited 
by that* I have already encountered a lot of 
decks that are very similar to each other in 
both the immortal chosen, and the basic 
card strategy* The first expansion set is 
supposed to have cards and immortals from 
the movies (I'm waiting for Ramirez), and 
hopefully that influx of new cards will 
refresh the game* The card quality is good, 
but the printing quality isn't quite up to 
the standards of some of the other games 
out there* Stills from the series are used on 
the cards where many games use artwork, 
and while some if it is outstanding and 
appropriate, some of the shots just don't 
seem to fit at all with what the card does. 

In summary, this is an easy game to pick 
up* There are no major holes, and the 
game play is quick and fun* There may not 
be enough cards yet for the very long term, 
but an influx of new cards can easily fix 
that. This is definitely a game that any fan 
of the movie or T*V* series will want to 
check out, and is also a good bet for most 
card players* □ 
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state of the Hobby 

A report from the field, post-GenCon 

With GenCon behind us, there are 
quite a few new games that released or are 
about to release. Here's a summary of each: 

Expansions 

m 

Umbra 
for Rage 

White Wolf 

The Umbra is the “spirit realm” of the 
World of Darkness. There are 90+ cards 
including two new card types (caems and 
quests) with almost all the cards focused on 
the spirits and actions in the Umbra. 

Arcana 

for On the Edge 

Atlas Games 

Arcana brings an emphasis on mysti' 
cism. Psychics and magic abound. 

Powers of the Mind 
for Galactic Empires 

Companion Games 

A new faction, and new (mental) pow¬ 
ers. 

Factols and Factions 
for Biood Wars 

TSR 

This “second” expansion brings out the 
factions within the Lower Planes. New 
groups and troops* 

Chronicles 

for Magic: the Gathering 

Wizards of the Coast 

This is a collection of cards from earlier 
expansion sets that are being reprinted. In 
a move made for players who were unable 
to find or afford cards from early sets, sev¬ 
eral of the most coveted cards returned in 
this set, which will be printed for quite a 
while. As this set is reprinted, of 


the Coust has said that the cards included 
will be changed 

Homelands 

for Magic; the Gathering 

Wizards of the Coast 

This 110+ card set is based on finding 
out the history behind some of the more 

popular cards in the original set (such as 
the Sengir, the Serra, and the Hurloon). 

Ancient Fighting Arts of China 

for Ultimate Combat 

Ultimate Games 

Brand new card templates are gorgeous 
and the moves are now all based on their 
styles, including drunken style and tae 
kwon do. 

New Barnes 

Quest for the Grail 

Horizon Games 

Quest for the Grail is a CCG based on 
Arthurian legend* A pre-release was made 
at GenCon with a full release to follow* 
Quest for the Grail uses period artwork to 
add authenticity. 

Highlander 

77?iinder Castle Games 

Thunder Cdsile Games (Towers in 
Time) released this game, licensed from 
the t.v. series. Players can play an immortal 
from the series or a “generic” Immortal. 

Guardians 

FPG 

Original artwork from FPG's outstand¬ 
ing collection of artists (including Parkin¬ 
son and Brom) grace every card in this 
game* A whimsical game with solid 
mechanics and outstanding artwork. 


Wing Commander III 

Mag Force 7 

Based on the popular PC computer 
game, Wing Commander HI shows the 
human versus Kilrathi wars in space* 

Hyborian Gates 

Cardz 

Dimensions are clashing togeAer in the 
game by Boris Vallejo and Julie Bell. Little 
original art, but gorgeous .nonetheless. 

Star Quest 

Comic Images 

Another Sci-Fi CCG, this game has a 
great many similarities in play to Magic. A 
small percentage of the artwork was done 
by Royo and Whelan* 

m 

Shadowfrst 

Daedalus Games 

Set in a B-grade Kung-Fu movie, Shad- 
owfist has people and creatures across time 
and dimensions fighting for control of the 
earth* Great looking cards and a solid 
game. 

Battlelords 

New Millennium Entertainment 

Players take the role of mercenary 
teams in the 23rd century in the midst of a 
interplanetary war for power* 

. Marvel: Overpower 

Fleer Entertainment Group 

Take the heroes from the Marvel uni¬ 
verse and start clobbering each other* 
There are missions that you can complete 
if you stop clobbering for a while. 

Banemaster 

Chessex 

A brightly-colored and simple game of 
dungeon crawling. Aimed at the younger 
set* 
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Redenri{)tion ^ 

^Cactus Gatnes ' ' 

Players try to save lost souls and con¬ 
quer evil in this game based on the Bible. 
Every card has an appropriate bible verse. 


The Crow 


^^Hear^feaker Hobbies 

V ^ J \ y . T. 


% 


“ Base^on the popular movie. The Crow 
conies orily in “master packs” and involves 
lots of dark pictures and fighting. 

Legend of the Five Rings 

Alderac &7te/ta/nmenf and Isomedia 

H 

Set ".in a world based on feudal japan, 
Samurai and Ninja help the players fight 
for the Emerald Throne. 


Tempest of the Gods 

Black Dragon Press 

Play a major religion trying to convert 
or destroy the other players* followers. Or 


just summon your god to rain down mass 
destruction! 


Coming Soon 

James Bond: Goldeneye 

Heartbreaker Hobbies 

• 

Based on the new Bond film with Pierce 

Brosnan. Lots of gadgets and guns. 

■ 

Upper Deck: Gridiron Fantasy 
Football 

Precedence Publishing 

A violent and amusing look at football 
as a Collectible Card Game. 


Heresy: Kingdom Come 

Last Unicorn Games 

Angels and Devils in a Cyberpunk set¬ 
ting, Stunning artwork previews. May be 
out as you read this. 


Middle Earth: the Wizards 

Iron Crown Enterprises 

Tolkien’s world brought to card games. 
J,C.E, took this project back to do them- 
’selves. 




Dark Sovereigns 

for Vampire: the Eternal Struggle 

Wizards of the Coast 

The game formerly known as Jyhad is 
finally getting an expansion. Brand new 
vampires and other dangerous things from 
Europe, 


The Last Crusade 

Chameleon Eclectic 

WWII battles on the land, sea and air. 


' Star Wars 

^ Decipher 

ft 4 

Decipher has said that this game, based 
, on the famous movie trilogy, will be out by 
Christmas. 




Stick Figure Theatre! 

by 

Chris Avellone 
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A Collector's Checklist for FPG’s Collectible Card Game. 


Card Name 

Rarity Type 

□ Corruption Stream 

R2 

El 

□ Gn'Olegable Gnomes 

R2 

Mo 

□ Agent of Shadow 

R1 

Mo 

□ Cow 

R2 

Mo 

□ Gn’Omish Gnomes 

Cl 

Mo 

□ Amber Well 

Cl 

El 

□ Crook End Snoot 

Cl 

Et 

□ Gold 

C2 

Ot 

□ Amulet of Flying 

U1 

IC 

□ Crook End Snooter 

Ul 

Et 

□ Goldthwaite Jumpers 

U2 

Et 

□ Ancient Ogre 

R2 

Mo 

□ Crystal Flash 

R2 

Et 

□ Gorgal Skag 

Cl 

El 

□ Angel 

Cl 

El 

□ Cyclops 

Cl 

Et 

□ Grand Avatar 

RI 

Mo 

□ Annihilator Cloud 

U2 

El 

□ Darkness Elemental 

R2 

El 

□ Grand Phooba Schnee 

R1 

Et 

□ Anvil of Heaviness 

Cl 

IH 

□ Death 

R2 

El 

□ Great Fanged Ogre 

Ul 

Mo 

□ Archangel Magnus 

R1 

El 

□ Demon Horde of Kabod 

Ul 

El 

Q Greater Air Elemental 

Ul 

El 

Q Archangel Odessa 

■R1 

El 

□ Desert Giant 

Cl 

Mo 

Q Greater Energy Elemental 

Rl 

El 

□ Archer 

C2 

Mo 

□ Detect Life Force 

Cl 

Sp 

□ Greedy Fiend 

U2 

Mo 

□ Arms of the Earth 

R2 

Et 

□ Devil Dog 

Cl 

El 

□ Grilbus 

Cl 

Mo 

□ Axeman 

U2 

Mo 

□ Devil Hedgehog 

Cl 

El 

□ Grim Skull 

R3 

Et 

□ Baala^Gog 

U1 

El 

□ Dispel Magic 

C2 

Sp 

□ Gringe Commander 

R2 

Mo 

□ Babe Hound 

Cl 

Mo 

□ Djirm 

Ul 

El 

□ Groupie 

Ul 

Et 

□ Babes 

C2 

Ot 

□ Doomwing 

Ul 

E[ 

□ Gunner 

Cl 

Mo 

□ Baleful Eye 

Cl 

El 

□ Dragon Wing Lord 

R1 

Et 

□ Haba Naba Daba 

R3 

Mo 

□ Bantam Drake 

U1 

Et 

□ Dreaded Doom Dog 

Cl 

Et 

□ Haba Naba Kaba 

Cl 

Mo 

Q Beatzebub 

R1 

El 

□ Drooling Clamjack 

Cl 

Mo 

□ H a Ir'de'bobbins 

Cl 

Et 

□ Beer 

C2 

■ 

Ot 

□ Dry Heaps 

sp 

Te 

□ Hammer of Doom 

R2 

IH 

□ Big Groaning Cankerd 

U1 

Mo 

□ Earth Elemental 

Cl 

El 

□ Harkin Spreader/Wealth 

R2 

Gu 

□ Black Lung 

Cl 

Et 

□ Earth Mother 

R2 

El 

□ Heels of Speed 

U2 

IC 

□ Black Unicom 

R2 

Et 

Q Elder Cave Giant 

U2 

Mo 

□ Helm of the Brotherhood 

R2 

Sp 

□ Blackthwaite Jumpers 

U1 

Et 

□ Embryonic Witch 

U2 

Et 

□ Holy Grail 

R2 

IH 

□ Bold Mold 

U1 

Et 

□ Energy Eater 

Cl 

Sp 

□ Horse 

Cl 

Mo 

□ Bone Sham bier 

R2 

Et 

□ Energy Leach 

R2 

El 

□ Huge Rock Giant 

U2 

Mo 

□ Brap Back Goblins 

UI 

Mo 

□ Energy Toad 

Ul 

El 

□ Humungus Fungus 

Rl 

Et 

□ Brown Back Goblins 

Cl 

Mo 

□ Energy Well 

R3 

El 

□ Ice Elemental 

Cl 

El 

□ Bruce the Goose 

R1 

Mo 

□ Eternal Witch Lord 

R2 

Et 

□ Ice Ogre 

Cl 

Mo 

□ Bulbous Clamjack 

Cl 

Mo 

□ Eye of Long Spying 

Cl 

Sp 

□ Ice Spirit 

Cl 

El 

□ Bungee Bony Ridged 

Ul 

Mo 

□ Eye of Missile Mayhem 

R2 

IH 

□ Ice Storm 

Cl 

Sp 

□ Burrowing Barg 

C2 

Et 

□ Female Pixie 

Ul 

Et 

Q Idiot 

R2 

Mo 

□ Captain 

Cl 

Mo 

□ Female Titan 

Cl 

Et 

Q Idiot Fiend 

Ul 

Mo 

□ Captain Red Nose 

R2 

Mo 

□ Finn - Swamp King 

R2 

Gu 

□ Iron Crag Bagglers 

Cl 

Et 

□ Carreg Amroth Stronghold (C) sp 

St 

□ Fire Elemental 

R2 

El 

□ Iron Crag Bogglers 

Cl 

Et 

□ Carreg Amroth Stronghold (L) sp 

St 

Q Fire Walker 

Cl 

El 

□ Iron Crag Bugglers 

Cl 

Et 

□ Carreg Amroth Stronghold (R) sp 

St 

□ Flame Cannon 

R1 

St 

□ Iron Lord 

Ul 

El 

□ Cave Giant 

Cl 

Mo 

□ Floyd the Flying Pig 

U2 

Mo 

□ J ibber 

Cl 

Mo 

□ Cherub 

R2 

El 

□ Force Barrier 

R2 

Sp 

□ Khnumian Stronghold (C) 

sp 

St 

□ Cleric 

Ul 

Mo 

□ Gaar - Influencer of the Masses R1 

Gu 

□ Khnumian Stronghold (L) 

sp 

St 

□ Control Destiny 

Ul 

Sp 

□ Giant Penguin 

Cl 

Et 

□ Khnumian Stronghold (R) 

sp 

St 

□ Corporal 

Cl 

Mo 

□ Gn'Obby Gnomes 

Ul 

Mo 

□ Kikijub 

Ul 

Et 


78 


Volume n > Number 3 














i ' ' Guamians" 




□ King of Mystfall 

R2 

Et 

□ Sabu Amantek (C) 

sp 

St 

□ Labyrinth of Spires 

sp 

Te 

□ Sabu Amantek (L) 

sp 

St 

□ Lake Serpent 

R2 

Et 

□ Sabu Amantek (R) 

sp 

St 

□ Lancer 

U1 

Mo 

□ Sacrificial Alter 

R2 

St 

□ Large Idol 

U1 

St 

□ Sand Lord 

Cl 

El 

□ Lawyer 

R1 

El 

□ Schneeble 

Ul 

Et 

□ Leprechaun 

Cl 

Et 

□ Seer 

C2 

Mo 

Q Light Elemental 

R2 

El 

□ Shadow of Ashes 

R2 

Et 

□ Lorg Mole 

U1 

El 

□ Shadow Spy 

Ul 

Mo 

Q Mad Fiend 

U2 

Mo 

□ Shadow Warrior 

R2 

Mo 

Q Magic Feedback 

U1 

Sp 

□ Shield Brom's Angelic 

sp 

Sh 

□ Magma Elemental 

Cl 

El 

Q Shield Brom's Demonic 

sp 

Sh 

Q Major Party Animal 

U1 

Mo 

Q Shield Brom*s Dragon 

sp 

Sh 

□ Make Juice 

CZ 

Sp 

□ Shield Brom*s Skull 

sp 

Sh 

Q Male Pixie 

Cl 

Et 

□ Shield Maitz's Dark 

sp 

Sh 

□ Male Titan 

U2 

Et 

□ Shield Maitz's Lightning 

sp 

Sh 

□ Marshal 

U1 

Mo 

□ Shield Ploog's Chicken 

sp 

Sh 

□ Master Gunner 

U1 

Mo 

□ Shield Ploog's Ox 

sp 

Sh 

□ Merchant 

U1 

Mo 

□ Shield Warhola's Snakes 

sp 

Sh 

□ Minataur 

Cl 

Et 

□ Siin" Stealer of the Power 

sp 

Gu 

□ Mist Veiler 

R2 

El 

□ Skeletal Minion 

Cl 

Et 

□ Monolith of Power 

U1 

IH 

□ Slag Bunny 

Ul 

Mo 

□ Moon Spirit 

U1 

El 

□ Sleeping Spirit 

Cl 

El 

□ Mountains 

sp 

Te 

□ Slippery Slime 

R2 

Et 

□ Mud Elemental 

Cl 

El 

□ Sloarch 

Ul 

Mo 

□ Mule 

Cl 

Mo 

□ Smoke Spirit 

Ul 

El 

□ Na Boob 

R2 

Mo 

□ Snibs Bony Ridged 

Ul 

Mo 

□ Old Mold 

Cl 

Et 

□ Snogwart 

Cl 

Mo 

□ Old Nick 

R1 

El 

□ Snow Daughters 

Cl 

El 

□ Paladin 

R2 

Mo 

□ Sorcerer 

R3 

Mo 

□ Party Animal 

R2 

Mo 

□ Speckled Clamjack 

Cl 

Mo 

□ Pauly, Official Parrot 

R2 

Mo 

□ Sphinx 

Ul 

Et 

□ Pepe’s Slow Down 

U2 

Sp 

□ Spirit of the Forge 

R2 

El 

□ Pesky Varmit 

Cl 

Mo 

□ Spirit of the Hunt 

R1 

El 

□ Phantom Stalker 

R2 

Et 

□ St, Ballantine's Evocation 

Cl 

Sp 

□ Pig Dog 

Ul 

Mo 

□ Std, Bearer Maitz Lightning t 

Ul 

Sh 

□ Pink Flamingos 

R1 

Mo 

□ Std< Bearer Maitz Lightning 2 

R2 

Sh 

□ Ploogak the Conqueror 

R2 

Mo 

□ Std- Bearer Brom's Angelic 1 

R2 

Sh 

□ Polar Ice Ogre 

Ul 

Mo 

□ Std, Bearer Brom's Angelic 2 

Ul 

Sh 

□ Potion of Movement Essence 

U2 

IH 

□ Std. Bearer Brom's Demonic 1 

Ul 

Sh 

□ Power Lunch 

C2 

Sp 

□ Std. Bearer Brom's Demonic 2 

R2 

Sh 

□ Primordial Goo 

Cl 

El 

□ Std. Bearer Brom^s Dragon 1 

Ul 

Sh 

□ Rain Spirit 

U2 

El 

□ Std, Bearer Brom's Dragon 2 

R2 

Sh 

□ Rak Nam ' Leader/Mighty 

sp 

Gu 

□ Std, Bearer Brom's Skull 1 

Ul 

Sh 

□ Reverend Smilin' Jack 

R2 

Mo 

□ Std, Bearer Brom's Skull 2 

R2 

Sh 

□ Rik' Sook 

R2 

Et 

□ Std, Bearer Maitz's Dark 1 

R2 

Sh 

□ Rivers and Lakes 

sp 

Te 

□ Std, Bearer Maitz's Dark 2 

Ul 

Sh 

□ Rock Giant 

Cl 

Mo 

□ Std, Bearer Ploog's Chicken 1 

R2 

Sh 

□ Rock Lord 

Ul 

El 

□ Std, Bearer Ploog's Chicken 2 

Ul 

Sh 

□ Rock Rat 

R2 

Et 

□ Std. Bearer Ploog's Ox 1 

Ul 

Sh 

□ Rtxk Spirit 

Cl 

El 

□ Std, Bearer Ploog's Ox 2 

R2 

Sh 

□ Rocks of Skull Cracking 

Cl 

IH 

□ Std, Bearer Warhob's Snake 1 

R2 

Sh 

□ Rooster 

C2 

IH 

□ Std, Bearer Warhola's Snakes 2 

Ul 

Sh 

□ Rot Rat 

Cl 

Et 

□ Stinking Spirit 

Ul 

E! 

□ Rouge Specter 

Ul 

Et 

□ Succubus 

Ul 

El 

□ Roving Force Inferno 

R1 

El 

□ Summon Gravity Well 

Cl 

Sp 


□ Summons Gate 

R2 

Sp 

□ Sun Spirits 

C2 

El 

□ Super Model 

Ul 

Mo 

□ Swamp 

sp 

Te 

□ Swordsman 

C2 

Mo 

□ Tangle Web 

Ul 

El 

□ Teieport Tower ^ Elemental 

Ul 

St 

□ Tes Let - Leader w/Foresight 

sp 

Gu 

□ Thackle 

Cl 

Mo 

□ Thak - Steady Hand 

R2 

Gu 

□ Thunder Hawk 

R2 

El 

□ Tiny Flying Fungus 

Cl 

Et 

□ Tookle - Leader of the Many 

R2 

Gu 

□ Trumpeter 

Ul 

El 

□ Ugly Wart Fiend 

U2 

Mo 

□ Valkyrie Spirit 

R2 

Et 

□ Vampire 

Cl 

Et 

□ Vampire Hunters 

Cl 

Mo 

□ Vampire Lord 

R2 

Et 

□ Vapor Elemental 

Ul 

El 

□ Varmit Archers 

Cl 

Mo 

□ Visionary 

C2 

Mo 

□ Vitales Dark Cloud 

Ul 

Sp 

□ Wailing Specter 

Ul 

Et 

□ Warrior Spirit 

Ul 

El 

□ Watcher 

Ul 

Mo 

□ Water Nymph 

C2 

Et 

□ Water Spout 

Cl 

El 

□ Whispering Spirits 

Cl 

El 

□ White Unicom 

R1 

Et 

□ Wild Nymph 

Cl 

Et 

□ Will o' the Wisp 

Ul 

Et 

□ Wind Spirit 

Cl 

El 

□ Winterseed's Maiden 

R2 

Et 

□ Winterseed’s Mistress 

Ul 

Et 

□ Wood Nymph 

Cl 

Et 

□ Wood Spirit 

Cl 

El 

□ Woods 

sp 

Te 

□ Wraith 

R2 

Et 

□ Yandrax 

Ul 

El 

□ Yard Rat 

U2 

Mo 

□ Zombie 

Ul 

Et 

i 
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The Independent Gewnes Magazine 



A Collector’s Checklist for WotC’s Magic: the Gathering Expansion 



Card Name. 

Artifacts 

□ Apocal y pse Chime. R 

□ Clockwork Gnomes.,,...***,,**,*,U 

□ Clockwork Steed .. U 

□ Clockwork Swarm.. *U 

U)id^eridoo..R 

□ Ebony Rhino...U 

□ Feroz's Ban. .,»„.R 

□ Joven's Tools.U 

□ Roterothopter.... 

□ Serrated Arrows... U 

Lands 

□ An-Havva Township,.... U 

□ Aysen A bbey.- .U 

□ Castle Sengtr..*. U 

□ Koskun Keep...-.-U 

□ Wizards' School,*...... 

■ 

Black 

□ Broken Visage... 

□ Cemetery Gate ..C 

□ Drudge Spell »U 

□ Dry Spell.. .,C 

feast of tl\e 

□ Funeral March ..... 

□ Ghost Hounds...*.U 

□ Grandmother Sengir-.,*..-—.■*»-.***.-**..R 

^jreater ^Ji/erewolfi-¥¥*i---«*f'****"i**"""**-«-«"B-‘*--fkJ 

□ Headstone. U 

Q Ihsan s 

□ Irini Sengir ....U 

□ Koskun Falls.,.,. ,.,„R 

Sengir ^i^utocrat T+ii»T-pii¥¥¥-p-¥----T.*.^.**h"i**R 

Sengir Bats 
Evk 1 iromerian Fiends 

1 OrCUre m. mm. mmmt*-kkk**M^na-*n a*** 

\/el’drane of Sengir 

Blue 

* 1 ^ her Storm .. 

^^aki s Ci^urse.■'■R- 
C^hain. Stasis 


□ Coral Reef...... 

□ Dark Maze 

□ Forget.. ,„,R 

□ Giant Albatross.. C 

□ Giant Oyster. U 

J tnx, IJ 

□ Labyrinth Minotaur,...C 

□ Marjhan *. R 

^N^ernory Lapse.,,,,*,,,,■■,,, 

G Merchant Scroll... U 

G Mystic Decree ,,,R 

□ Rppf pirafpc 

□ Reveka, Wizard Savant.***.R 

I 

Q ^pji ^nrirp \ I 

b b ■■ •■ b » b b b b t b b b b b b ■■ b b b b-b * b b ■■ b b-b b b b ■■ •■ b-b-b b b 

□ Sea Troll ...... 

a l-l- C^f it^e bbbbb bbbbbbbb I bbbbb bbbbbbb-bbbbb -bb b b-b b b b 

b 

Greeu 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

Q 
Q 
□ 

□ 

□ 

□ 

□ 

□ 

□ 


□ 

□ 

□ 

a 


Havva Constable.R 

^\n,r^avva Inn t**ap**4«>«a********A*>**a***.»****^J 

tittle[.o lllo^A^ ppti iipppppp pppptppppipp itpxpp* 

Carapace bbbbbbb.--- - ^ 4 * bbbbb fb-bbbbb *« b b f b * b b b b b b b 4 -b pC 
Daughter of Autumn.R 

FflPriP ^JoFIp R. 

X- UW X Lw i ^ V/^LdPX^ b b b V b b b b b b b b b b b b b V b b *-b b b b b b bib V b b b b *# b b b L m 

Folk of An^Havva...*.C 

Hungry Mist... ,,„„C 

Hungry Mist,,,,,,,. C 

Joven's Ferrets... U 

Leaping LizardLI 

Mammoth Harness... R 

r 1-nital r^ler 

^^LexreAval,,,,,,,,,,,,,, *,.. ,,,,,*,,,,.,.,,,,,,.,,,,, **^J 

r,,,,,,,,,,,,,,,,, **,,,,,,,,,,,, 

Roots,,,.. „U 

Rysorian Badger ,,,,,. *„„R 

Shrink...*.*.C 

Spectral Bears... U 

^O^^illov^ .Faeroe 

^X^illow Priestess R 

¥T 1 ikV Vt 1 i LV Ji 3 - bb--^-tb*#*bb-* + bb‘^*bbbbbb+*bbbb -b*-k^ 


Red 

G Alihan's Tower.....,C 

i^mhtish -b--.b-i bii----bbb*b-**b bbbbb bbbbbbb^bbbbbbbb-bbbbk) 
LhJI lX^3ri stl .l^arty bbl bbbb.bb blbbbbb bbbbbbb-bbbbbbbb-bbb b^^ai 

.^^Ln '' l^^uiins .bbbb i bbbbb bbbbbvbbbbbbbb bbbbbb'bFL. 

Anaba Ancestorbb-b-bbbb...b.b^R 

^^naha Bodyguard X4^ftftftb>^-ftftftftft#'ft'»ftftft.ft'i'i-aftft-ift»ft^^ 


□ 

□ 

Q 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

a 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 

□ 


□ Anaba Shaman.C 

□ Anaba Spirit Crafter.R 

LJ ^^handler pppppppp*ppppppppppppppppppppppp'pi^.pp^*psp 

□ Dwarven Pony....v.. .R 

□ Dwarven Sea Clan.. 

□ Dwarven Trader. 

LJ Froti th.0 IRcl^ntl^sSi t^******* bbb.■b-b^tf^-i'b-^bb-b^bbkHl 

Fva^orat€- *w**« ^^^b^bbbbbbbb#bbbbb.bbbbbb-b-bbbbf-b*b+bb-bkJ 

□ Heart Wolf.R 

fronola^v Course **mm**Mm* bbbbb-bbbbbbb-bbbb«b4*bvvb-b-R. 

Jovcriftftftft bbbbb bbbbbb-Abbb^Abibbb-bbbb bbbbbbbbb-bbbb-b-bbbii:bbbbG 
LflJ bbb-b-bbbb bbbb bbbbb bbbbbbb bbnb*«^-bv4p# 

J^ctnb’UtiOTX b*bbbbb***bb#b b.bb«bbb*bbb-bH«b>b-b<bbbbb-bbbkJ 

□ Winter Skybbb...*bb«b>*b*b*b...R 



Abbey Gargoyles... 

Abbey Matron.. bG 

Aysen Bureaucrats. . .C 

i^ysen ^^rusader wfmm*wwm*wwm*rw***«**^****^^^*^» bbF^* 

j^^ysen Flighway b+«^*+b+»*+b*bb*bbbbbbbbb*b**bbbbbR 
Beast Walkers...^^ft.ftR 

k^eatlX ^^^ealCerS *wmwn*mmm bbbb b^.^ + b ## * ftl^j 

Hazduhr the Abbot. R 

ILeecbies **^***^*4 tt*** #* 41414 #* 44 -ft*ftft«bbbbbb- 4 --bbBbb-bbbbbbFL 

bbb'bbbb*bbbbib-bbb-bbbbb-bbb-bbb««b 4 *t 4 ^bbbb 

F^ro^l\ec-y 4 bbbb.bb-bbbbb-bbb ** b 4 * *** *b-b 4 #** 4 . # * bb.*^ b * b 

F^ashka the Slayer b 4 ib-bb 444 ftft* 4 tA‘iftftft*ftftftftft+ftftftft’ikJ 
Samtce /\.lche 1 e 1 ist tittt******^*^*^*** bbbbb«fl^ 
Sena Aviary # 4 # 4 b *# 444 i 4444 <i 4 ft 4 4 ftftftftft.-ft- 4 -ft ifb b--^«ji‘b b^^ 
Serra Bestiary #Vbb 4 bb 4 b# 44 b 4444 *#ft*ftft*«ftftftft-«-ft bbbbb<bk^ 

Serra Inquisitors... ,", . jJ 

Serra. Paladin. ,,**,,,.*,,*,,,44,,,,,*,,,,,,,^^,,,,L1 

Soraya the Falconer.. R 

Trade Caravan C 

^ X CX^X V R Cl V HR X *ftftft‘ft*ftb'f- 4 ftb**ftbbbbbbbbbbbbbbbbbbb 

^F ruce **,,, ***,,,,, ,,,,*,,,,,,, ** 
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BACK ISSUE MADNESS! 


MAIL TMIS AD TO: 

SHADIS Magazine 
4045 Guasti Rd., Suite 212 
Ontario, CA 91761 

#9: SHADfS breaks into the big time with 

its first color cover, includes 
Dream Park (the place, not 
the RPG), and Gary Gygax 

holding forth on his favorite 
games. _@ $3.25 

#10: Grod Mondre Arena Combat, M:tG, 

Earth Dawn, Manhunter, How 
to Stalk Vampires, and the 
Return of Joe Qenerol 

_@ $3.25 




# 11 : 



@ $3.25 


# 12 : 



Mapless mass combat. Amber Dice¬ 
less Role-Playing'“, an adven¬ 
ture for BattleTech", Time 
Travelers Part Two, and the 
infamous Tagger Magic" arti- 

clal _@ $3.25 

#13: OmniMart for Over the Edge™, 

"Scanners Say Ifs a... Drag¬ 
on?" - mixing SF & Fantasy, 
creating Cronies, and the Art 
of Horror Roleplaying. 

_@ $3.25 



-A 


#14: Roleplaying in the X-Files"*, an 

adventure for Star Wars"^, the 
debut of Gamemaster's 
Workshop™, and the Jason 
Holmgren Knight Ga/te/y™, 

__ @ $3.25 


#20 




#15: 





@ $4.25 


#16: 



Includes a free random M:tG-The 
Dark card! Also with “Ridicu¬ 
lous Manor", Tuning Your 
Armies", Underground, and 
Twilight 2000. 

_@ $4.25 

#17: The Conquering", a boardgame 

variant for Magic: the Gather¬ 
ing. Includes board by Mark 
Poole. Also: “Illuminating the 
Enemy" and “NPCs get a 
Life”. _ @ $4.25 


lAJ 




#18: 



SHADIS goes to town with five dif^ 
ferent town- & city-themed 
articles. Also includes two Ice 
Age Magic: the Gathering'" 
cards- 

_@ $4.25 

#19: Legoiand® Pirate Wars, GURPS"" 

Navajo Magic, Space Fleet - 
Warp One, Slaughterball, and 
the Great Diceless Debate! 

@ $4.25 



Roleplaying in the world of Brave- 
hearT, Chinese Hermetic 
Magic for Shadowrun"*, offi¬ 
cial ships for Shatterzone’^, 
and NPC archetypes. 

_@ $4.25 






ShADIS Presents! 




m:' ^ 


Back issues of our 
single-topic ^gazines. 




#17.5: SHADIS PRESENTS Card Games. 

Includes one of two unique 
SimCity™ cards, and rules and 
board for Combat Card 
Chess - board by Menges & 

O’Connor._@ $4.25 

#18.5: SHADIS PRESENTS Movies and TV. 

With 6 insert cards! MST3K, 
"Bikini Monsters of the Atomic 
Planer, and “Creating Your 
Favorite RPG" from movies & 
'TV- _@ $4.25 

#19.5: SHADIS PRESENTS Horror. 

Eeek! A big werewolf setting, 
some forensics fun, Cthulhu 
meets Man-O-War"*, and lots 
of GM Workshop tools, 

_@ $4.25 

#20.5: SHADIS PRESENTS On Tour. On 

the Edge™, “Nazis -1 Hate 
These Guys!", San Diabto - 
the Old West PlotWerks", , 
and a spotlight on small 
press. _ @ $4,25 




Shipping and handling 
included In magazine pricesl 


HANDY PAYMENT FORM: 


I want: 

_ issues’from the Early Days at $3.25 each: $ 

_ issues from the Modern Era at $4.25 each: $ 

So my total Is: $ 


how Do I Order? 

1. Fill in the blanks above with the number of copies you wish to order of each magazine. 
2. Indicate on the HANDY PAYMENT FORM your total and method of payment. 

3. Fill in your address below, then tear out this ad (it’s OK, 

we won’t mind) and mail it to the address above. 
4. Wait 4-6 weeks and gorge yourself on a huge amount of 


I will be paying with: 

□ Check (enclosed) □ Money order (enclosed) 

□ Yap Island Stone Money (enclosed) (50 lbs. or larger only, please) 

□ Visa/Mastercard (circle one) # _exp. 


Name: 

gaming info! 

Address: 




Citv; 



State: 


Zip: 
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New Perspectives 

The Werld ef Miniatures 



By Ken Carpenter © 1995 ❖ Photography by Don Witmer 



W ell, another GenCon has come 
and gone, and I ask myself, yet 
again, “What happened?” I enjoy 
the associations Tve made (especially 
hangin* out at the Shadis booth and 
munching down pizza), but it^s such a huge 
event that, no matter what you do, you 
miss a bunch of events that you were inter¬ 
ested in. I do have to admit that GenCon 

i 

is the most impressive gaming convention 
IVe ever attended* To provide service to so 
many participants without a compiete 
^ breakdown of the system is miraculous, 

It also seems that just about every new 
miniatures game release expected at Gen- 
' Con missed its target date. There were, at 
least, demo games for Heartbredcer’s War- 
zone and JCE*s Silent Death; The Next 

■ r 

Millennium {nor implying the release date, 
I’m sure). Both were showing off some 
great new figures for their soon-to-be- 
' • released games. They are both due some?- 
time in September 

Ral Pariha had a new, limited edition 
■>; ^gure, Dracolich, with only 6000 issued 
V 1000 in pewter). Grenadier also had a 
Giarir that stood about 10 inches tall, with 
only 100 issued (now that's limited). If you 
them at your local shop, jump on them. 

• H ■ 

There were plenty of new miniatures 
products at the Geo-Hex booth, including 
all sorts of resin accessories for BattleTech 
and similar genres. Global Games had a 
number of newer figures for Legions of 
Steelj iricluding some fabulous models for 
their Black Empire line. Reaper Miniatures 
has some incredible new figures from Julie 
Guthrie, Sandra Garrity, and other sculpt¬ 
ing greats. In the coming months, we'll 
look ar all of this and more. 

Don't forget to enter the New Perspec¬ 
tives “Gimme” contest. Here's all you gotta 
do: Send us a letter with your name, 

I 


address, and the names of the miniaciires 
games you are most interested in. In Janu¬ 
ary, we will draw a random letter from 
those we've received, and that winner wdl 
get a box of miniature goodies! That's 
right, plastic and/or metal figures from 
many of yout favorite manufacturers and 
games. Weil even throw in The Guide to 
Miniatures Painting: Book L It’ll cost you 
all of three minutes and a stampl Get 
going. Write: New Perspectives “Gimme”, 
P.O. Box 9, Murrieta, CA 92564. 

1 lied last issue (unintentionally, 1 
assure you). 1 said that the release date for 
the first book in The Miniatures 
Hobbyist”' series, The Guide to Minia¬ 
tures Painting: Book 1 was in August, but 
it's really in November {calendar dyslexia). 
Pester your local hobby stores for it. If they 
can't get it for you, send $8.95 + $1.00 
S&H to AEG’s Painting Guide, 4045 
Guasti Road, Suite 212, Ontario, Califor¬ 
nia 91761. 


These figures are designed for use with 
West End Games' Shatterzone role-playing 
system. The lower body of the Tiko 
Marines is the same, hut the torso and 
upper extremities are quite different. 

There are, visible mold lines that aren't 
difficult to remove, but they do run across 
faces and through detail, so the preparation 
time is increased. Marta has a very slight 


mold shift, which will require a bit of time, 
but it will clean up nicety. 

The detail is pretty crisp, and there is a 
lot of it. These marines have a great deal of 
animation to their poses, with rifles at the 
ready and one prepared to throw a grenade. 
Marta is also pretty lively, with pistol up 
and a knife held down along her leg. The 
mere veteran has his rifle held loosely, plus 
another across his back. A cigar, or the 
stub end of one, is clamped firmly in the 
left side of his mount. 

The clothing is well sculpted, as are 
accessories. These figures will paint up 
well. 

Vinificator (UH-01), 
Prometheus tEAX-Oll 

Rafm's lorian Mironlcles line 

Sculpted by Stephen Koo 

#1074/#1075 ❖ 1/205 scale ❖ $7.50 

Technical: 6 ❖ Artistic: 9 ^ Value: 7 

Jovian Chronicles and Heavy Gear 
provide some of the best anime available, 
and lanusIDream Pod 9 isn't even a Japan¬ 
ese owned company. In keeping with the 
quality of the original artwork, Ra/m has 
done some of the most incredible anime in 
miniatures. I must warn you, however, that 
while the blister gives the warning “Some 
assembly may be required”, that is an 
understatement. 

’p 

Both Cilures show minor parting lines, 
but most of the pieces are pretty clean. 
One or two of the smaller bits had minor 
mold shift problems, so a bit of work is 
required there, but they won't slow you 
down much. 

Vindicator comes in twelve pieces. It is 
an appropriately bulky figure with curves 
and angles in all the right places! It is a 
fantastic example of anime. In only nine 
pieces, Prometheus is also a huge figure 


Reviews 


Tiko Marines I, 
Veteran Mercenary, Marta 

Sifltiac’s SNaneripne itne 

Sculpted by Dave Summers 

#SZR-23/#SZR-3/#S2fl-5 ❖ 25mm ❖ 
$6,25/$2.15/$2.15 
Technical; 5 ❖ Artistic: 7 Value: 6 
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Tiko Marines, Veteran Mercenaries, Marta (Simtac) 




Vindicator, Prometheus (Rafm) 






Lord of Discipline, Lord of Pain (Rafm) 




Skeletons with Two-Handed Weapons (Grenadier) 


with a really huge weapon on his right arm. 
Both figures are incredibly well done, 
showing all the features of great anime. 
Assembly is pretty simple, once you figure 
out where all the pieces go. Painting will 
be a challenge, but well worth it. 

■ 

lonl of Disciplino, Lord of Pain 

Bahn’s Fantasy llaa 

Sculpted by Stephen Koo 

#3623/#3624 ❖ 25mm ❖ $3.75/lE3,25 
Technical: 7 ♦ Artistic: 7 ❖ Value: 0 


With only slight parting lines and pret' 
ty simple assembly work, these figures are 
clean. Only one heavy vent thread and a 
very slight mold shift on the wooden sup^ 
ports for the rack mar the quality of pro¬ 
duction. 


The Lord of Discipline reminds me of 

my third grade teacher, who, by the way, 

had the same name. With some rather 

unpleasant implements, not to mention a 

rack, he isn*t your average house guest, 

unless youVe in the Addams family. 

■ 

■ 

The Lord of Pain isn't any more good- 
natured than Discipline. Complete with a 
spike-walled sarcophagus, Pain is the cre¬ 
ator of Discipline's tools of the trade. Both 
are sculpted in bulky detail, with refine¬ 
ments to the details, such as clothing and 
armor, and sarcophagus. 


Skeleton with 2 hand weapons 

Granadler's Fantasy warriors line 

Sculpted by Mark Copplestone 

#1460 « 25mm ❖ $6.95 
Technical: 7 4 Artistic: 8 4 Value: 8 


For use with Fantasy Warrior and 
other fantasy games, these four skeletons 
mix creativity into the recipe. They all 
have minor parting lines, but the morning 
star has a slight mold shift which will 
require some time to touch up. 

These go beyond the typical skeletons. 
The bony warrior with the two-handed 
sword has lost the back half of his skull, 
allowing you to see all the way through his 
eye-sockets and head, and the polearm 
wielding skelly has dredlocks. 

These are a fun piece of work and will 
paint up well. They come with 20mm bases 
for use with most miniatures battle rules. 
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UniGorn 

Grenadier's Fantasy Legends line 

Sculpted by Sandra Garrity 

#3149 ^ 2Smm ❖ $3,95 
Technical: 7 ❖ Artistic: 5 ❖ Value: 6 

A unicorn mother and colt, this is a 
cute set with a lot of possibilities. Just 
chink of the consequences to a group of 
adventurers trying to capture a lone uni¬ 
corn cole.,.or so they thought. 

There are noticeable parting lines alpng 

the backs and underside of both figures and 
across the bases, but they don't ruin any 
detail and should clean up well. 

Both have subtle musculature and pret¬ 
ty good proportions. Some interesting dif¬ 
ferences between these and most unicorns 

ri- 

include the mother's longer mane and the 
cloven hooves on both beasts. The nub of 
a horn on the colt is creative as well. 

Powsrs of Chaos 

Gal Partha’s Ptanascaoe line 

Sculpted by Jim Johnson, Dave Sum¬ 
mers, Geoff Valley, and Jeff Wilhelm 

#10-520 ♦ 25mm ♦ $19.95 
Technical: 8 ♦ Artistic: 7 ❖ Valuer 9 

For use with TSR's role-playing setting, 
this set of eight Chaos deities gives a great 
cross-section of the pantheons in 
Planescape. Note: This set was mistakenly 
priced at $19.95, The price is expected to 
rise to $24^95 when Rol Partha releases new 
pricing in Jan '96. 

Minor parting lin^ and a horde of small 
vent threads are the only evidence of the 
casting process. Some assembly is required, 
such as attaching Baphomet's hand and 
shield, and the Fairie Queen's wings. 

I 

The appeal of the figures range from 
“okay” (like Ygori) to “wonderful” (like 
Baphomet and Lolth). They lean toward 
the wonderful side, which makes this a 
great set. Painting will be a pleasure, con¬ 
sidering the excellent muscle tone and 
detail on most of the figures, □ 



Unicorns (Grenadier) 



Powers of Chaos: Gorellik and Ygori (Ral Partha) 



Powers of Chaos: Bast, Corellon Larenthian, Faerie Queen (Ral Partha) 



Powers of Chaos: Loki, Lolth, Baphomet (Ral Partha) 
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Sailing the Waters of Play-Bv-Mail Qames 


By Joey Browning, U.S. Editor, Flagship Magazine® 1995 


from Steve Jackson Games. A good game^ 
great rules, good system^ I like it myself* 
OKy the basic GURPS rules are about $25- 
30* However, Rollo really wants to run a 


I 'd like to take a bit of a different rack this 
issue, and sort of split the column up into 
three sections* The first will deal with the 
cost of PBM games — one of the biggest 
limiting factors in the growth of the hobby. 
Following that, I'll have the usual obligato¬ 
ry game review, and then Pll finish up with 
some corrections and additions from last 
issue. So, in order not to waste space (and 
keep the EdItordn^Chief happy), Pll get on 
with things***. 

One thing that really scares off prospec¬ 
tive new players is the perceived cost of 
PBM* The typical reaction is ‘"Neat con¬ 
cept, but 1 have to pay for every turn? No 
way! That's way too expensive, man!” Said 
person then will blithely proceed to the 
nearest '"Burger Quik" and whomp down $5 
for a mega-greasoid burger, humongo fries, 
and gigantor drink — burning the price of a 
modest PBM turn right there* 

“That's not fair," you cry, '*you gotta 
eat!” OK, let's compare PBM to something 
more expendable —* an RPG, for example* 
Take your typical guy who likes to indulge 
in a bit of gaming: we'll call him Rollo. 
Rollo likes to play most anything — board 
games, RPGs, CCGs, you name it. Howev¬ 
er, Rollo doesn't get to play as much as he 
used to; since he left school and got a job, 
it's been harder and harder to get together 
with the old gang for a game or three* 
What will Rollo spend a year on, say, a new 
RPG vs* a PBM game? Let's find out.*** 

Rollo decides to get into a new RPG, to 
GM for his friends (actually, others in the 
group may GM as well, but they use a dif¬ 
ferent system)* He goes out and purchases 
the basic rules for, as an example, GURPS 


Fantasy world* Hmmm***what^s this — 
Fantasy supplements! We'll need Fantasy 
Folk, and Magic, of course (the basic set 
has only a few spells). That ought to do 
it**.for another $40 or so* Away he goes, 
happy with his new purchases. 

Poor Rollo* Now that he's got a job and 
a semi-steady girlfriend, he just doesn't 
have enough time to design adventures 
from scratch. Back to the store for two 
books of magic items and two module books 
over the course of a few months* Bingo — 


another $60 at least* Ready to game, Rollo 
manages to get together with his friends 
twice a month, even at the risk of terminal¬ 
ly annoying his girlfriend* He almost always 
has half a pizza and a six-pack while he 
plays, to the tune of $10 or so* Playing ses¬ 
sions usually last 6 hours or so, on the aver¬ 
age {not counting bantering, drinking, kib¬ 
itzing, and quick trips out to Denny's)* 
Total cost for the year for Rollo at this 
point is $130 for the actual game materials, 
plus $240 for the snacks, gas, and such — 
$370 for 144 hours of fun* 

In an alternate universe, Rollo decides 
to give PBM a go, and gets into Odyssey, 
from Gamer’s Den (which 1 mentioned last 
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Ask your retailer to carry Gatecrasher, 
Fudge, and other Grey Ghost™ Games! Or 
send check or money order to Grey Ghost 
Press, Inc (add $3.00 shipping)* 

Writers, Artists, and Editors: send a 
SASE for our freelancer guidelines. 


Qrey Qhost Press, Inc* 

RO. Box 838 

Randolph, MA 02368-0838 
ghostgame$@aolxom 


ufcf GiwiinsnuH 

Second Edition 
a FUDGE Role-Fla:^ing Came 


High Tech and High Wizardry ciash 
in a struggle for supremacy in the 
Gatecrasher universe, v/here anything 
can happen — and often does! 
Presenting a customized version of 
the Fudge game system. Gatecrasher 
contains all the rules and campaign 
information needed to play- $18*95* 


Also Available: 

Fudge: A Role-Playing Game* 
Fudge provides the building blocks 
you need to craft the role-playing 
game of your dreams* Define your 
ov^^n character traits, attributes, and 
skills* Fudge is fully customizable — 
every rule is optional! $12*CX)* 

Fudge Dice: not essential for play¬ 
ing Fudge or Gatecrasher, but easy and 
fun! GM's Pack (20 dice) $10.00* 
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issue). Rollo finds this convenient, as he 
can play via the Internet account he has. 
Hmmm... Rules and setup are free for 
download, and turns are $5 each, run once 
per week. Rollo will abo do some diploma¬ 
cy via E-mail, as well as submitting and 
receiving his turns. That’ll tack on, say," 
$l/tum {though that’s probably a bit exces¬ 
sive). Rollo will pore over the rules^ and 
probably spend at least 15 hours fine-tuning 
his setup, and then another 3 hours mini¬ 
mum on each turn. Over the course of a 
year, this amounts to $312 for 171 hours of 
enjoyment — and he knows he’ll be able to 
play even if half his buddies can’t make it 
over that week. 

Breaking this down gives (over the 
course of a year) a ’*cost of fun” ratio of 
$ 2,57/hour for the RPG, and $!.82/hour for 
PBM. Wow — looks like PBM is the better 
buy here! It just looks so much more expen¬ 
sive because the RPG costs are more hid- ■ 
den, and come injarger, more sporadic 
chunks. An RPG may have pennanence in 
the form of books, but there are always new 
books every year... 

Now, of course, there are exceptions to 
the above. PBM games (some of them) can 
get outrageously expensive in the larger 
“power" games: fanatics have been known 
to spend over $1(X) a month on such. Still, 
how many Magic: The Gathering fanatics 
have you seen plunk down that much for 
one or two cards they’d been unable to 
find? It all depends on what you can afford 
to pay. The point here is that, on average, 
PBM is not more expensive than other 
forms of gaming — it’s just the perception. 

Time to clamber off my soapbox now, 
and get on with the review. This issue I'd 
like to talk about a light-hearted little fan¬ 
tasy wargame from the good folks at Llucky 
Llama Games — You Rule! Set in a mythi¬ 
cal land dotted with whimsical place names 
and truly bizarre structures {used car lots, 
for example), each player initially controls 
only a single province and a few troops, 
along with the ambition to become sole 
ruler of the continent. This land is populat¬ 
ed by a variety of fantasy races such as 
elves, dwarves, humans, etc. Each race has 
a historical superiority over one other race, 
and enjoys a combat advantage against that 
race. So, every' race in the game has one 
race they “Rule Over”, and one they are 
“Ruled By", 

r 

Each race also has certain bonus abilities 
in certain terrain types (elves have advan¬ 
tages in the forest, for example). Your job is 


to manage your resources and different 
racial stocks of troops to best facilitate the 
control of the continent. In addition to 
recruiting troops, you can use your gold 
stockpiles for lots of other neat things — 
armor and weapon upgrades for the troops, 
■for example, or the hiring of special charac¬ 
ters such as generals, spies, doctors, et mul¬ 
tiple cetera. You can even hire wizards that 
can cast spells for you, to assist in move¬ 
ment, production, or battle. 

■ 

Combat in this game is very straightfor¬ 
ward: if you know what you are up against, 
you can always calculate who will win, as 
there ts no random element in battle at all. 
Everything has a fixed combat strength, 
and all the modifiers and adjustment effects 
are available to all as well. The trick, of 
course, is to have good intelligence on your 
potential foe (spies are handy here!). 

The game is moderated by Bob and 
Debbi Thompson of Llucky Llama. Both 
are enthusiastic and hard-working modera¬ 
tors, and have a good customer service 
track record. Note that they will sometimes 
play in their own games, but will announce 
this to all up front — if you don't want to 
be in a game with the designers, you can 
request to be setup in a different one. Cost 
is $10 for rules and setup, and $5.50/tum 
thereafter. Games seem to last between 20- 
30 turns for those who survive until the 
end. 

Now, a clarification from last issue: 
when I mentioned Odyssey, I gave only an 
E-mail address for Gamer’s Den, and 
neglected to list Llucky Llama’s mailing 
address. I’ll quickly recap. 

The first two games of the Hero's Quest 
module of Odyssey are now running. Sign¬ 
ups are being taken for HQ-3, the third 
game from Gamer’s Den. Llucky Llama will 
be taking setups for a postal mail version 
only. Prices aren't yet set for the Llucky 
Llama version, but are $5/turn (for up to 
5CX) orders) for the Gamer’s Den version. 

Mailing addresses for both are : 

■ 

Llucky Llama Games 

80-Q North Cabrillo Hwy 

Half Moon Bay, CA 94019-1667 * 

Gamer’s Den 

PO Box 390775 

Mountain View, CA 04039-0755 


ENTER THE 
LEGEND .AND 
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The Goldtree Engine, 

Kingspoint 


O ver a year and a half agOj Goldtree 
Enterprises completed work on and 
began selling KINGSPOINT , a 
“Role Playing Computer Application for 
the Game Master & Fully [)eveloped Fan¬ 
tasy City/' At the time, when the explo¬ 
sion of the personal computer population 
hadn*t occurred and portable computers 
were few and far between, Goldtree took a 
risk in making their major product a 
$49.95 piece of software that is only more 
useful than a paper RPG supplement when 
the GM has a computer in the living room, 
garage, attic, or wherever gamers might sit 

down. 

You see, KINGSPOINT is an active 
city. It does not sit there as a simple data¬ 
base, but lets time pass, and as the game 
time clock runs, NPCs come in and out of 
buildings, trigger events the GM set up ear¬ 
lier, and so forth, KINGSPOINT s main 
duty, in addition to being an excellent 
resource of hundreds of detailed NPCs, is 
to simulate the PCs traveling through a 
city. Does Ragnok the Dwarf, party leader, 
tell the GM that they leave the Ore Fall 
Inn in time to avoid overhearing a snide 
comment from the bartender? Does the 
party bump into a disguised assassin on the 
way out? Once the GM sets these special 
encounters, in addition to the ones provid¬ 
ed with the program, the GM is no longer 
bound by his memory limitations or the 
disorganized binder of notes he made for 
the night's game. 

Such was KINGSPOINT 1.0 in 1993. 
Around early to mid-'94i the split between 
the city data of KINGSPOINT and the 
software that did the main work was more 
evident. Goldtree advertised “The 
Goldtree Engine""; Role Playing Computer 
Application for the Game Master" and 
“KINGSPOINT Version 2.0 free with pur¬ 
chase of The Goldtree Engine." This was 
the first version I was able to put on my (at 
the time) new 486 PC. Goldtree had sent 
us a review copy, and for the time, it was 


Feature Review 

By Wayne Wallace ® 1995 

good, but showing age. Version 1.0 didn*t 
even require color graphics. Version 2.0 
wanted at least EGA, and would run 16- 
color VGA. 

City navigation became much easier. 
Now, there was mouse support, and one 
could move around the city with a click of 
the movable block cursor, use pull-down 
menus, and so forth. The city felt a bit 
more real, with expanded NPC descrip¬ 
tions, better support for GM notes to keep 
track of PCs and the rules system being 
used via the pull-down menus, and win¬ 
dows that didn’t take up the entire screen 
in some cases. 

Kingspoint the city, that is, the fiction¬ 
al history of the city and its inhabitants is 
good. There are many great ideas in there 
for a GM to get a Hook from and write his 
own Line and Sinker. On the other hand, 
there are also many stereotyped characters 
and situations. One Temple Seductress, for 
example, has every single facet of the char¬ 
acter description relating to her profession. 
No other interests, just repetition of the 
facts of her job. Such characters are a 
minority in the population of hundreds of 
characters, but the lack of adventure seeds 
in otherwise-important characters is obvi¬ 
ous to the GM. 

Later there were add-ons for KINGS- 
POINT such as Demon Tower and other 
companion products such as Hudson City, 
a license from Hero Games for the city of 
their Dark Champions™ RPG line. 

Now, in 1995, Goldtree has made "The 
Roleplaying Software Company," 1 don't 
know how much the programming team 
changed, but the improvement is obvious 
in their product: KINGSPOINT™: For 
Windows®. Let me say that 1 am really, 
really pleased with this product. While the 
RPG info for the city hasn't changed 
much, the interface is hugely improved, 
and is a joy to use. I saunter over to the 


cutting edge of technology whenever 
resources permit me, and, one year ago, my 
system was top of the line: a 66Mhz 486 
PC, great video card, soundblaster 16, dou¬ 
ble-speed CD-ROM, 16M RAM, and a 
crisp 17” monitor. KINGSPOINT is now 
taking full advantage of my system with its 
new Windows version on CD-ROM{on!y) 
that takes about 16M of hard drive space. 
Whether as a window or full-screen appli¬ 
cation, KINGSPOINT runs very fast, uses 
256 colors, sounds, and has a user-friendly 
interface. Pd be scared to see it on a Pen¬ 
tium. It might go faster than light and cre¬ 
ate a black hole in my computer, right next 
to the one my wallet is endlessly being 
sucked into. KINGSPOINT also now 
greets you with a better introduction 
graphic and the growl of the Demon whose 
hand holds the crystal ball that views 

KINGSPOINT. 

While, Pm a self-admitted computer 
geek, anyone who can use a mouse can use 
KINGSTOINT with ease. As one can see 
from the first screen shot, the program is 
set up as four 'page dividers.’ One just 
clicks on the section one needs, the screen 
changes, and one immediately begins using 
the options there. 

I went in without reading any instruc¬ 
tions (installing a Windows program is a 
no-brainer) and found that the program 
has helpful prompts on each page so you 
know how to do the inobvious. 

KINGSPOINT starts up in the 2nd 
divider (from left to right), so I clicked on 
^Navigation" and found a large map of the 
city divided into sections* “Double click a 
map square to zoom" the page read to me, 
so I did, entering the temple district, K55. 
As 1 moved the mouse pointer around the 
map, a text box on the bottom changed to 
tell me what I was currently pointing at. 
“Double-click to travel" the page read once 
mote, so 1 looked around, and saw, “The 
Temple of Seth.” That sounded like an 

-YolamalV* Numbers 
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imeresciag place for a party of adventurers 
to eater, so my brave band of...zero adven¬ 
turers? Well, 1 haven't created them yet, 
but ril go in anyway. Lo and behold, the 
divider changes from Navigation to Loca¬ 
tion, There's a lot of data on the screen, 
including a spot that tells me no computer 
art has been assigned to this location, 
{Other places, such as some Inns, have a 
picture of an Inn assigned) But, what's 
this? A clock is running in the upper right, 
and on the bottom fifth of the window, 
NPCs are coming and going! If only my 
party were here at midnight, they might 
see a Raving Prophet or a Mounted Merce¬ 
nary. (Neither has a graphic assigned; with 
a bazillion inhabitants, a picture for every 
random guy with a name, even for the ones 
with major descriptions, would be a lot of 
data.) Behind the NPCs, Clouds! the 
weather is now visually apparent instead of 
just words on the screen, and changes as 
time passes, 

A GM might say, “You had better find 
someplace else to go. The temple is damp, 
and it's cloudy out. It could rain," Since 
the time progression can be adjusted from 
one game second passing for every second 
to ten game minutes per second, the GM 
can control the flow of the encounters and 
weather as needed. Naturally, a GM who 
doesn't like anyone, even a computer, 
advising him or her on what to do can sim¬ 
ply use the information as much or as little 
as s/he wants, but it is a nice tool and it's 
much less work to let this roleplaying aid 
do its job. Why else would one have paid 
for it in the first place? 

After looking through the Temple of 
Seth, one can go back to Navigation, fol¬ 
lowing the on-screen prompts, and visit 
other areas. There's a wealth of informa¬ 
tion to be read and enjoyed, especially in 
the presentation format of a Windows 
application. Once you've sated yourself on 
building descriptions and histories, it's 
time to double-click on one of those char¬ 
acters that appear in the bottom fifth of 
the window. 1 clicked on one while in the 
temple and found “Egyptian Religious Fig¬ 
ure,” As KINGSPOINT moved me to the 
^Character' divider, I find that he wields a 
curved two-handed sword, carries a con¬ 
cealed crossbow with poisoned quarrels, 
has a pointed hood, and reacts to me in an 
excited manner, among ocher details. 
Thinking he's perhaps a bit too trigger- 
happy, 1 move off to examine the fourth 
divider, ‘Multimedia.* 


Multimedia is the testing ground for the 
GM who wants to try new .wav sound files, 
new .pcx graphics files so he has pictures to 
show the players, and otherwise fiddle 
around. Checking the list of sound 
libraries, I use the one they have provided, 
'Samples', and once again hear the growl of 
the demon as 1 entered KINGSPOINT, as 
well as a cash register, a man and a parrot 
arguing, many sounds from a inn's bar, and 
the ‘Welcome to Kingspoint' spiel from the 
party's guide, Noladar. I spent some time 
checking the results of tying inappropriate 
sounds to characters or events, and the 
results were most humorous. You see, I 
used .wav files from the game Civilization" 
for Windows™, which allowed me to set off 
a nuclear bomb when the archmage walked 
in, play American marching band music to 
announce the Seductress of Seth, etc. Your 
limitations are only what you can record 
with a microphone (or better equipment) 
or get off of on-line services or the inter¬ 
net. 1 think the Simpsons™ sound effects 
library works better in Doom™ though. 
Still, the brave adventuring party marches 
through the halls of mist, searching for the 
assassin who killed the romantic young 
couple at the mansion, only to hear, “The 
Simpsons!” followed by Barr's hideous 
laugh. A GM might get a couple of good 
laughs before he realizes he was disembow¬ 
eled, from the back, by 
his own players, 

KINGSPOINT for 

windows also has buttons 
and menus for other func¬ 
tions, which maintain its 
status as the premier GM 
Utility, Roll any kind of 
dice, define procedures to 
roll dice for character 
attributes to get stats for 
PCs and NPCs on the fly! 

Take notes, search for 
specific text files, print 
out character and build¬ 
ing details, add to charac¬ 
ter details and journals as 
you like, stop or start time 
as slow or as fast as you 
want to generate weather. 

Type in a new date and/or 
time, import pictures, 
sounds, and create events 
your players will remem- 
ben With a microphone 
for your sound card, you 
could record a player's 
rendition of his charac¬ 


ter's death scream secretly, and play it back 
for other players while you keep each play¬ 
er unaware of what happens to the others 
unless s/he can see or hear something. 

When you combine all of these abilities 
with the lovingly detailed gargantuan city 
that is Kingspoint, you take the adventure 
so much further. Since you can change 
every detail, theoretically, you could 
rewrite the entire city so that you use 
KINGSPOINT the program, but (for 
example) Soult Tet the city. Inserting your 

own city map h not an option unless you 
can get that level of programming detail 
from Goldtree, but the existing map is 
quite useful. As long as you can deal with 
the geography, Kingspoint could become 
TSR's Waterdeep™, Judges' Guild's City- 
State of the Invincible Overlord™ (since 
acquired by TSR or someone else) or any 
other richly detailed city, if a GM applies 
his typing talents skillfully. Since the CD- 
ROM is not needed after installation, a 
GM could install it multiple times to have 
several cities, except,,. 

The one major flaw that 1 was surprised 
to see stay in from our pre-release copy, 
was that even though you can install it to 
any directory, the program only looks for 
certain art, sound, map, etc. files in a sin- 
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gle, hard'coded direccoryi C:\KPW1N, 
This means that if you want the program 
anywhere else, another hard drive (like D: 
or E:) or another directory, you need to 
delete the list of pictures and sounds one 
by one on the Multimedia divider, (some' 
thing 1 decided wasn't worth the hassle) 
and hope nothing else is needed. When 1 
installed KINGSPOINT to my D: drive 
under OS/2's windows emulation (KINGS' 
POINT runs just fine under OS/Z, except 
for one bug I'll detail later) the program 
came up, but couldn't find any of the pic^ 
cure files and would occasionally crash. It's 
possible that until new CD-ROMs are 
burned, one may not be able to run 
KINGSPOINT from any other directory 
than C:\KPWIN. This bug will not pre^ 
vent you from enjoying the program, unless 
you are like a friend of mine* whose C: is 
for DOS and Windows only* and doesn't 
have anywhere near 16 megabytes free, (A 
common practice in the days before 1,000 
megabytes could be had for $350.) He will 
have to do some lengthy repartitioning and 
backing up data before he will b& able to 
use KINGSPOINT. He has the room, just 
on D: instead of C:. 


Some final technical points; there were 
no bugs when run in W indows 3.11. When 
run in OS/2 FuUpack (Windows support 
included), sometimes the program gives 
“No property value” and quits when you 
double'cljck an area from the navigation 
map, but only when the window is maxi" 
mized. It works just fine when it's the 
default window size. I've got no clue what 
the difference is, and it works fine as a win^ 
dow or maximized under Windows 3,11, so 
it's probably just some little quirk no one 
cou Id predict. It's likely in IBM's Win' 
OS/2 code somewhere, some ,001% imper¬ 
fection in making Windows code run 
under OS/2. 

My recommendation: If you can get a 
cheap 486 portable (under $1,0(X)) or can 
lug your computer near the gaming table, 
it's a worthwhile product to have. Even 
without using the city, the GM aids are 
great, and it has things automatically orga¬ 
nized by windows. Using Windows 3.1, one 
could simply have several text editor win¬ 
dows running, each on a different file, but 
that's a bit of a hassle when you can just 
have KINGSPOINT do it all for you. 
There are some people with portable com¬ 


puters and at least a 256-color or grayscale 

display that live by KINGSPOINT for all 

their needs in notes, dice, etc. Of course, 
they spent a grand or two for the computer, 
$49.95 for KINGSPOINT, and however 
much to charge the batteries on the com¬ 
puter. I would not recommend that some¬ 
one spend $1,CX)0 or $2,000 to get a PC 
that can run KINGSPOINT, but if you 
already have the computer, and most of us 
gamers, do, then KINGSPOINT is a great 

bargain. You might find a die-roller here, a 
character generator there among the vari¬ 
ous BBSs and the Internet, but KINGS¬ 
POINT is all that and so much more, done 
at far greater quality. 

If your computer is an older model, or 
you don't have a CD-ROM, you can always 
order the older, disk-based DOS version. 
The older version just needed a 12Mhz 
286, DOS 3.1, EGA, a little bit of hard 

drive space, and not even a mouse (though 
it's really good to have). It's not discounted 
as far as 1 know, but there are still copies to 
be ordered from Goldtree* even though it's 
not advertised, □ 
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The Market’s Open 


The Market Plats is a. meetinj' 
place where readers pass along 
inlurmationp harteri trade and gossip. 
Readers are invited to place classified 
ads» announce group meetings^ seek 
out other players^ etc. 

Subscribers may place classified 
ads free of charge with a limit cf one 
ad per issue and a maximum of 
twenty-five words. Non-subscribers 
can place ads for 25y per word wirh a 
limit of twenty-five words. 

Convention announcements, 
group meetings and public service 
notices can be placed free of charge. 

Ads will he placed on a first- 
come-firsr-served basisi with 

subscribers having priority. 


Hotfut/W eerd I^tasy Gaming f\jbhQtion 
SerendifJity's CircU 
12345 Lake City Way N.E Suite 147 
Seattle. WA 98125 
Sample copyi $1.50 
Make checks payable to 

WHEEALITY PRODUCTIONS 


WANTED 

Original or copy of '*DATA 
COM", a 1991 Judges Guild 
release for conversions. 

Arthur Roberts 

c/o 23 North WaKsatch Ave, 
Apt G, Colorado Springs, CO 

(rip code exempt) 


Classifieils 


Music Box Dancer, 

You once told me that “good 
guys always win In the end"* 1 
didn't think 1 really believed 
char until now* Thanks for 
reminding me chat 1 march to 
the heat of a different drummer 
and travel a road 'less traveled'* 
Shall we push on to that next 
hill top? 

Tin Soldier 


WANTED 

Cartoons relating to Gamers and 
Gaming, Humorous text (500 
words or less) pertaining to the 
same subject is needed as well. 
Go ahead - make me laugh* 

Send submissions to: KVM, 8780 
19th Street, Alta Loma, CA 
91701, Include SASE if you 
want material to be returned 
after consideration. 



nJ91 IN VOUe LOCAL 
CM£SH0R\iEEFmi 
IFYOU^GAMESMOP 
OOESNT CAfOTf SHA£H5^ 
LET US KNOW BY SENPING 
USTHEKAPOfZESSANP 



iKm:: ‘; !rV! i 'i:: 


write ts the felUHrieg ^ess; 



S78019th St. BOX 



ftita loma, 0891701 
Ir call (9091 

veil tee him, tak fitni to eall bo 

M - 



Playtesters wanted for 
prototype PBM stellar 
colonization/ conquest game* 
Two week turnaround- No fee- 
Contact: Prototype^ 1556 
Halford Ave- #412, Santa 


DEAR MALROG* 

YOU^RE THE BEST FROG A 
GUY COULD ASK FOR 
BUT IF YOU DON'T PAY 
ME FOR THAT BOTTLE OF 
JAGGERMIESTER, FLL 
FEED YOU TO KERMIT* 


Amber, 

Thanks for the words of 
encouragement and all the 
knock-knock jokes* Your smile 
and laughter makes it hard to 
take life too seriously. Thanks 
for being you* 

Daddy 


The ULTIMATE UNKNOWN 
New Quarterly Magaiine 
dedicated to Science Fiction, 
Future, and Horror, Sample 
$4.00, year subscription $14.00. 
Combs Press, P-O, Box 219, 
Streamwood, 1160107-0219* 


WANTED 

Novel: Come Endless Darkness 
by Gary Gygax* Please contact 
Stephen Heitzer, 1125 3rd 
Street, Apt, ^4N, Catasauqua, 
PA 18032. 


FREE CARD! 

The first 2000 people who send 
us a SASE get a Free legend of 
the Five Rmgs^^ promo card! 

Just send your SASE to: 
Legend of the Five Rings 
4045 Guasti Road #212 
Ontario, CA 91761 


I'm looking for regular D6iD 
expansions in good condition, 
espically the Game Cyclopedia* 

Please write to: 

Harold Tessmann 

7322 Plainfield 

Din Hgts, Ml 48127-1652 


Programmers Wanted 

Looking for creative and 
innovative computer 

programmers to help develop 
useful/entertaming shareware 
programs based around one or 
more comic striK, Project could 
expand to Include computer 
animated movies, designing a 
web page and adapting comics 
into screensavers, disk icons, etc. 
If you have an idea or want to 
know more, please write to; 
KVM, 8780 19th Street, Box 
181, Alta Loma, CA 91701, 


Thanks guv for all the help and 
the ‘true' stories. 
,ats-her-face in the Desert:) 


Conventions 


SUNQUEST '96 
January 5-7, 1996 
Family vacation and gaming too! 
SunQuest, PO Box 677069 
Orlando, FL 32867-7069 

Email: Genie [T.REEDIO], 
Compuserv [72337,2341, AOL 
[RFams], 


ClubCon V 
Feb 3-4 Richfield, OH 

Wear your best hides and drag a 
date to "The Club'"s biggest con 
yet* 

For more Irdbrmacion write: The 
Club, P,0* Box 3575 Kent. OH 
44240, Phone (216) 226-3959, 
or email Warhawk@aol,com* 
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NOTC Ff^OM OtfR ins>i$rt a "TM* avwy v^pnL Tlvri ^pu 


ADVENTURES 


Tht6 month's rqneovs, sedimentary^ ■ and metamorph 

JOB THROWS 

HOW FAR CAN JOE THROW A 

AD&D (TSR) . 

Shadowrun (FASA) ^ ..... 

GURPS (Steve Jackson Oamesj!- ! 

Traveller (gdw) .. . * . . ,. 

MasterBook^ (West End) . i 
k Hero .System (Hero 


ROCK? 


165 feet"'- ' 

423 

426 feet. 1 V * 

' for ariy otgodt; “ ' 4 ., v 

jecrtNOLOf^ IS QvmRhrep ^ 

(OR. "BUt- THEyWE iBPACS ROCKS1 / ^ 

In Traveller: the New^Era, throvy n rocks arc more efTective than^ 
pistols; they do more than tvyice as lifu'c^d^agc, hayo^mc 
thaptwice the effective range. ^ ^ > 


Underground (Mayf^r^^;. 

■The Dungeon Master's Gu^-tfcfitics throw 
Docs this apply to aiiythiii|'^aji pick up? 


Joe Genero is the 
"Averaqe Man\ Hfe at’' 
tributes are averaqe. His 
skiTJs are averages His 
rolls are average.* 

He is the unsynq hero 
of role"playfnq qamesi 
What chance does Joe 
stand aqafnst yoor cfarden 
variety cybered techno^ 
qothic dark horror maqic^ 
osers? /t all depends on 
the roles you ose„. 

ToUl'trft C 4 Jcutdtfd IV itK feuher 
(HAtnees f}i Ccntril L tjnrt Thcorj™ 

f&r «orUiniy alr^UriRf Where petfi^kr 
disereie va)uc» of UflJt ftnd di]*i,tnce luve 
converted to coTSlPJiuflWK anii 5 £IJ^> 

f '' 


\^yy. 


NEXT XEAR’S WORIP SERIES. TKE CYSEK- 

VETEEAlis the;’SVEERHEKOES t 

So, in what game can Joe throw the best fastball? In both 
Undergraimd and Hero System, Joe cap throw a baseball at 
speeds in excess of 2) 0 m ties pet hour. . 


This inaccuracy 
wantstbthtowNJ 


Allfig^ roswrvfld. N Ay rip anyth ing &IT, okay? 


rhe Ad venture .s of Joo Ocnoro/lhc Average M an" is tv and: Singnine Produettmn LtA 
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Knights of the Dinner Table 


TM 


OkT GOV^. TOPAy WARkS m 
TWTW ANNiVtRSARy OF MY 
PKOMING A FCJU FlEPGEP GAME 
MAGTCR-. I TWOOgHT WE^ PO 
SOMfTHlNG A LfmE SPKJAL 
IlGMT, TO aiEBRATl, 


coot, LETS 
ORPER PIZZA,' 


YEAH, RZZA' CAN 
SOMEPOPY FIOAT ME 
A FIW pycks nt 
PAYPAY? 



w 



■ • j’ 




polili 



W ' 


P^wV«* 
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I CANT paiEYE YOO USEP TtJE WORP PAVDAY.' 

WHEN PIP YOU get a JOP? 

HE MEANS HIS PAD'S PAYPAY, 
NCFT HXd PAYPAY, SARA. 
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NO I'M NOT TALWNG APOOT ORPERlNG A 
PIZZA,' I’M TAUCING APOUT PREAIONG MY OWN 
RULE ANP ACRUWNXKG THE VERY RRST 
APVENTURE I EVER RAN.' ITIL PE A LOT OF FUN. 


OOOOH MY GAWP/ YOU'RE NOT HONESTIY 
THINWNG APOOT RUNNING 

XT'S A ROCIC Y ROAD TO 

rRA^rRCHonxK'a caotle? 


ROCKY? 
rRAKKCN3TtX»r 
CADTLC? 

PONT MEAN HE. 






I:. rr^- ^ ‘J ; ■ 


YEP, P A. APAFTEP THE 

ROCKY HORROR 
ONOfM TO THE HACk/- 
MASTER RULES. 

rr WAS JUST me anp pop 
AS players pack: then, 

I PlAYEP PRAP. 


te»::Xr5 


VA 1 _ . 
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.A 1 


‘"i* ' f'' ‘ whC ' * I -I - 

' I * ^ I « { 1 • . T - ^ . -, 




I HATE ID ASI^ THIS, PUT WHO PIP YOU PLAY? 

* 

UH. I PONT REAAEMPER. LET'S GAME' 

PONT lET HIM FOOL YOU. FOR 
MONTHS POP WAS kTJOWN AS 

DAMMXT J’AIVCT AT SCHOOL.' 

\ 


LETS PROP fr OIC? THAT WHOLE MESS ENPEP UP WITH MY OL' MAN SBJPING AAE TO A SHRINK, MAN THOSE 
VVERE park times, he MAPE me WRN AU my HACKMASTER POOKS anp VVOULPNT let me WATCH MY 
SOAPS.,..ER....TV FOR 3 MONTHS. TO THIS PAY, MY PAP THINKS I'M PIAYM& POKER ON THUftSPAY NIGHTS. 

YEAH POT YOU MANAGEP TO HIPE YOUR P|a PAG IN YOUR SOCJ^ 
PRAWER. ROLE-PLAYING TAUGHT YOU THOSE SKILLS - WHY CANT 
PARENTS SEE THE POSlDVE ASPEQS OF GAMING? 

^ THEY'LL NEVER 

GET IT.' 

(SX&N) 


GUYS, PLEASE, LIT 
ME RNISH VYHAT I 
WAS SAYING.' 
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LETS PiSOJSS TWAT lATK, GOyS. 

PESIPES, THE ROCKY-THING WASNT MY FXRST 
APVENTURE, THE RRST APVENTURE WAS THS 

NORDCO OF DARK DEVASTATXOH/." 

WOOOOOAHHHH.' THAT'S THE APVENTURE | 
FOUNP MY RING OF MANY PEATHS/ 



HA HA, OH THE MEAAORlES. I WAS SO GREEN 
PACK THEN. REMEMPER WHEN I ACTUAUY HAP 
TO LOOK UP A RULE CfONG?? I PROPAPLY 
PIPNT KNOW ANYMORE APOUT RPGiNG 
THAN B.A..''.' - £R. OH. HiY ARE m GOING 

TO QRPfli? THAT PIZZA? I 



THE HEU WITH IT, LET'S GET THE GAME ROILING. 

HOLP ON TO YOUR SEATS FOLKS, ITS GOING TO pE 
A PUMPY RIPE.'/ I'M NOT GOING TO HOLP PACK/ . 
POP ANP PRIAN ARE THE ONLY TWO PLAYERS HERE 

THAT HAVE RAN IN THIS APVENTURE - 
SO I'M ASKING YOU TWO TO 
NOT PlVULGE ANY INFORMATION 
YOUR CHARAOERS COOLPN'T 
/ KNOW, 















































































THAT SHOUIP PE WORTH ABOUT 8,0( 
EXPGRlEKia POINTS, GIVE OR TAlfL 
NOT BAP FOR A WORNiNG STROIL. 


WHILE THEY ARE RGHTING OVER 
THE SACv;, I'LL BE WOViNG OVER 
10 THE HXDDEK VAULT 
PEHINP THE TORN TAPESTRY ANP 
REMOVE THE rrUKLACEOF 
JTAPCP PCAXL'.'/ 
BEING VERY CAREFUL TO NOT 
TRIP THE POISION NEEPLE TRAP, 


OkAY, YOU OPEN THE POORS TO THE TEMPLE ANP 
A LONG, PARK HALLWAY STRETCHES OUT BEFORE 
YOU. LYING ON THE FLOOR JUST ABOUT TEN FEET 
INSIPE IS A LARGE BULGING FAG. A POZEN OR SO 
GOLP COINS HAVE SPIUEP FROM A TEAR IN THE 
BAG'S SIPE. WHAT ARE YOU GUYS GOING TO PO? 

\ rM GOARPING OOR BACKS 

ANP LOOKING FOR AHY ^ 

sign Of TROUBLE' /T^ ■ > 


OOXHO FOR. 
THE BA&" 


•vw: 


FOR-crying OUT LOUP GUYS' YOU'RE BCflH 
ACTING ON KNOWlEPGE YOUR CHARACTERS 
CAN'T POSSIBLY HAVE.'.' BOB, YOU'RE GUARP 
ING THE POOR WAY BECAUSE YOU KNOW THE 
6 ARGO YU LORD IS SUMMON EP THE 
MOMENT THE TEMPLE POORS ARE OPENEP. 


YOU BRIAN.,.. I'M AT A LOSS FOR WORPS. HOW iN THE HELL 
' YOU EXPECT TO GET AWAY WITH SUCH A BLATANT ATTEMPT 
TO ACT ON KNOWLEPGE YOUR CHARACTER COULPNT HAVE? 


AWWVVVVH/ BUT YOU ARE VVRONG 
OC GAMEMASTER ANP LET me TELL 
YOU WHY.'/ MY CHARACTER HAS 
pmiLEP INFORMATION ON THIS 
TEMPLE ANP I'M PRBMREP TO 


GEE, I FORGOT ABOUT THAT GARGY- 
LORP, ACIUAUY 1 PIPN’T WAFfT TO 
BE IN THE BLAST RAPLUS OF THAT 
BAG WHEN rr BLEW. 


AS YOU MAY OR MAY NOT RECAU, THE CHAR¬ 
ACTER I RAN IN THAT APVENTURE TEN YEARS 
AGO WAS A CERTAIN aEPGLiNG MAGE KNOWN 
AS. CRXMSOK LOTUS' THE OOPS MUSI 

HAVE been watching THAT -^ 

PAY BECAUSE HE WAS FOR- C 
TUNATE enough TO HAVE ^ 

SURViVEP THE EXPERIENCE. ^ ^ 


THAT'S GOOP 
ANP HNE PUT 
ITPOESNT 
mAiN WHY... 


WHEN A GM lose WCE IN THE EVES OF HiS PLAYWS (tE 
ONLY HAS TWO OPHONS. I. APM(T PHEAT ANP CONGRAIULATI 
THE player on HiS CUNNING ANP EXCEllENT PATIlE-OF-WtTS. 
OR 2. ROU MASSIVE AMOUNTS OF PKE FOR NO APPARENT 

, reason ANP PRflWP TO BE CARE- 

^ / FUUY RKORPING THE RESULTS. 

/ ANP AS GARY^ACKSOff 

POINTS OUT IN HlS BOOK. "W SElf 
RBPSCnHG GM WOW RCK THE 

\ RRST ophon* 

.T\J YEP, THAT'S THE RRST ROLE t 
Tl- . ‘ f lEARNEP. THERE'S NOTHING A HANP- 

i*- 'L RJl Of TWENTY-SIPERS CANT SOIVE 


THAT'S ABOUT THE SIZE OF fT, 
but JUST IN CASE YOU'RE WONPERING. 1 
HAVE A library OF OVER 352 BOOKS IN 

MY BAG OF AlAirY TOMLS YOU 

SET THE CAPACfTY. FOR THAT MAGIC ITEM 

' YOURsaF, remember? 


ANP YOU EXPECT ME TO BELElVE THAT FOR TEN 
YEARS EVERY CHARACTER YOU'VE PlAYEP HAS 
BEEN HAULING AROUNP THIS STURP BOOK JUST 
ON THE OFF-CHANCT THAT SOMEPAY I WOUIP RUN 
THE SAWtf APVENTURE AGAiN?? 
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